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Do the 
hero t : 


Deep 5 


LIER CULES 


Action Game 


Teus has answered your prayers. And now, it’s time to take your 
place among the gods in this hot new PlayStation” game console 
adventure. Explore three worlds of 3-D gameplay right out of 
Disney's Hercules movie-with the original character voices, sound 
effects and music. Mangle monsters like Hydra and the Cyclops. 
Terminate the Titans. Save Thebes from a hostile takeover. Hey, 
this game can make you immortal! 


Watch out for snake- 
headed Medusa and her 
flaming Venom Spit. 


11-ы КЕТ ч —À 
Real-time 3-D landscapes 208 get, Say multiple heads as you 
and special effects аге ا‎ Ф face the vicious Hydra. 


` cool when you're 

` protecting Mt. Olympus 
© from a fire-breathing 
Titan attack. 


Defeat your enemies : 
With your Power Sword, — 


KIDS TO ADULTS 


PlayStation 


Also available on PC CD-ROM. 


wwwvie.com/hercules 


(Па 0 5 @ үф U f 


With ten treacherous new tracks, Jet Моїо`2 isn't just a more intense, all-terrain racing game, it's a virtual graveyard. This time, you'll 
race through molten lava, splash down a waterfall and even maneuver your way over a broken-down roller coaster. You'll feel every bump, 


The Sony Computer Entertainment logo is a trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc 
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i ‘CONTENT RATED BY 
са inc, www.playstation.com ESRB 


he holiday season 
is upon us once 


Our second big story this month is about 


girls and videogames. 


From early pioneers like 


again, with its bountiful supply of 
free food, free money, and best of all, 


free games! Now you can finally catch 
up on all those titles you missed, and 
you don't have to spend a dime! 7% 
We've dedicated this issue Í 

towards helping you get the most $ 
bang for your holiday buck. Check * 
out our special Holiday feature (start- 

ing on page 36) for our can't-miss rec- 
comendations. We've also thrown in some 
real lemons, just so you'll know what not to 
put on your list. Hey, you 
know you don't want to 
have to ask Aunt Hillary to 
cough up the receipt for 
Fantastic Four! 


E very issue, we match the best 
games with today's hottest il- 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag- 
azine at the highest possible level. 
This month, we were pleased to 
work with Hajime Sorayama, who is 
a master at illustrating women. His 
works have been been collected in 
books such as Sexy Robot, as well 
as in trading card collections like 
Silver & Satin from Comic Images. 
Sorayama uses many different 
materials in his art, to create a style 
which he calls "Super Realsim"—a 
style of which he is truly a master. 


Chun Li to modern-day divas like Lara Croft, more 
and more female characters are appearing in 
games. They're tough, sexy, and intelli- 
gent. So why haven't more girls picked 
up a joypad? We take a fair, in-depth 
look at the girl/game relationship, and 
examine how it will take shape in the 
future (beginning on page 68). 
Before we close out the 
year we'd like to say a special 
thanks to all of you out there for sup- 
porting PSM, and we look forward to 
being with you for all the cool stuff that lies ahead 
in '98. We can't wait! From all of us to you, have 


an absolutely spectacular holiday season! 


® CHRIS SLATE, EDITOR 


Bells are jingling and Lara's blasting 


“You CAN FINALLY CATCH 
UP ON THOSE GAMES You 
MISSED, AND YOU WON'T 
HAVE TO SPEND A DIME!" 


The second sketch was 
almost dead-on. It stood 
ovt a lot more, and it 
captured the essence of 
what we were really 
shooting for—a look at 
character. A bit too what Lara Croft would 
moody, too styl- look like if she existed 
i in its in the real world. 
own right, but it’s | : 
not really her. 


Sorayamo's first 


stab at Lara was 


the real feel of the 


Not much was changed for 
the final piece. A few extra 4 
details were added, mainly 
some cuts and bruis 


se tells you that something 
[ы just went down, 

and her steely glare 

says “you're next.” g 
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THE PSM TEAM: 5» 


CHRIS SLATE 
Editor-In-Chief 

Type of Gamer: All Around 

Current Faves: Crash 2, NBA Live '98, 
Tomb Raider 2, Resident Evil 2 
Hobbies: Comics, Basketball, Movies 
Most Wanted Game: Meta/ Gear Solid 


Does he deserve any presents? 

The Good: Started a new magazine. 

The Bad: Left Bill Donohue to deal directly 
with impressionable youth of America. 

The Result: Santa loots Chris' pad and gives 
everything to the poor suffering children. 


STEPHEN FROST 
Reviews/Previews Editor 

Type of Gamer: Fighting, RPG, Racing 
Current Faves: Street Fighter EX Plus, 
Abe's Oddysee, Castlevania: SOTN 
Hobbies: Anime, Movies, Comics 
Most Wanted Game: Dead or Alive 


Does he deserve any presents? 

The Good: Spent numerous late nights 
working on previews and reviews. 

The Bad: Not a thing—he was an angel. 
The Result: A blow to the head while sleep- 
ing—Santa hates a butt-kisser! 


Манн MASSEY 
Strategy/Features Editor 

Type of Gamer: Racing, Sims, "Weird" stuff 
Current Faves: Test Drive 4, Marvel Super 
Heroes, Baby Universe, Colony Wars 
Hobbies: DJ-ing, fatherhood(!) 

Most Wanted Game: Gran Turismo 


Does he deserve any presents? 

The Good: Noah changed the litter box 
more often this year than last year. 

The Bad: He didn't empty the litter box. 
as much as he should have. 

The Result: Cat poop under the tree. 


BILL PARIS 

Japanese Correspondent 

Type of Gamer: Flight Combat, Fighting 
Current Faves: Bomberman World, 
Einhander, Namco Museum Encore 
Hobbies: Hong Kong movies, collecting CDs 
Most Wanted Game: Jonba 


Does he deserve any presents? 

The Good: He dug up supercool Tokyo 
Game Show news, and saved a cat. 

The Bad: Got in sushi-bar brawl with 
Parappa-suited show mascot. 

The Result: A little candy in the stocking. 


CHARLES EUGENE GARY Lieu 
FROHMAN WANG Graphic Designer 
T n Art Director 
Managing Editor What he does: 


What he does: 

Puts pictures and text 
in “specific” areas and calls 
it art direction. Licks mouses. 

Holiday Wish: That Santa would finally 
get over that whole “fireplace” inci- 
dent, and bring him presents again. 
Eug's Quote of the Month: 

“Damn you, slime!” 


Stays late hours 
designing top-notch 
preview pages for the 
world's best PlayStation mag 
Holiday Wish: Nothing special. He 
just wants peace on Earth, good will 
towards men, and, um, a pony. 


What he does: 
Enforces unthinkable 
deadlines on the sorry jokers you see 
pictured above. 

Holiday Wish: Charles wants Santa 
to bring him a new, tougher image so 
the guys will respect him more. 
Charles’ Quote of the Month: 
"Sometimes | like to cold lamp." 
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МО PRESENTS FOR THE NAUGHTY! 
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oie әміреәші sopr pue 'esal 


BECAUSE POST-MILLENNIUM MAYHEM HAS STRUCK. 


AND IT'S GONNA TAKE MORE THAN A SEMI-AUTOMATIC 


T 
О SURVIVE THESE 3D MEAN STREETS, SUBWAYS AND 


SCUNFFILLED CITY parks 


WHERE FIGHTING THE CROWDS HAS A 
SLIGHTLY DIFFERENT MEANING. 


PlayStation ~ 


МММ. ісі песе. сот 


ISSUE NUMBER 4 
DECEMBER 1997 


ереен РІ, 


The PSM 
Holiday Special 
PE. 36 


Don't believe the hype—Santa ain't no 
saint when it comes to dishing out the 
games. Take our advice and put the 
right ones on your list. 


8 


@ put together a complete level-by- 
of where to find every gem and 
n path, and we also uncover the 
arp Room! 


Parappa 
Contest 
рв. 19 


The coolest dog in 
videogames is giving 
you the chance to win loads of super-cool stuff, like PlayStation clothes, 
the official Parappa soundtrack, subscriptions to PSM, and—get ready 
for this one—a Sony 200-disc CD changer! Wow! All you gotta do is 
enter—and believe! 


Street Fighter EX Plus 

Complete Special 

Moves and 

Super Combos 
pg. 84 


We've listed all the skills you 
need to be a champion in 
Capcom's latest fighter. Don't 
miss out, or you'll be the one at 
the receiving end of some crazy- 
tough combo! 


Test Drive 4: Producer's Strategy 
The Intricacies of Road Racing > pg. 88 


Think you can just grab the wheel, step on the gas and go? Not with today's 
advanced racers. Check out our tips on how to get the top times. 


AAAAAAAAAAAAAAAA Ш... MMe PSM 1337 à 


GAME INDEX 


We've got loads of great new PlayStation games for you 
to see. If you're half as excited about the PlayStation as 

we are, then there's no time to spare! Just use the list 
below to go directly to the games you're interested in: 


Assault Rigs 
Auto Destruct.... 
Batman & Robin 
Breath of Fire ||! 


NHL Ғасе-ОН.. | 
Nightmare Creatures ....pg 26 
Oddworld: 


The latest PlayStation news and up-to-the-minute info 
р Feature Story: Diablo Burns Up PlayStation... 


> Yaroze News.............. Colony Wars...... Abe's Oddysee ... 
> Gossip... Cool Boarders 2 S Pandemonium 2 . 
> Nihon G сөк. m AS Б Pitfall 3-D............. «pg. 62 
MOD SET аш Epidemic Rampage World Tour....pg 29 
FF Tactics .. Red Asphalt... Ей 


Fighting Force Skull Monkeys 


_PBVIBWS > рг. 25 а 
This month's new games, thoroughly tested by PSM experts Jet Moto 2 
> Flashback o PE. 32 = 


> Backlog ....> PG. 32 = 


А 
Drevigws вА | 
Il the best dirt on tomorrow's hottest games 


р FF Tactics... 
> Auto Destruct .... 
> Skull Monkeys... 


МКМ: Sub Zero ........... 2р9. 65 
Need For Test Drive 4............. pg 27, 88 
Speed: V-Rally ............... pg 28 Tomb Raider 2 ........ pg 29, 76 


You've got questions, we've got answers 


> NCAA GameBreaker 
> Pitfall 3-D > Top This! ...... 
> Batman & Robin > Marketplace .... 


> Super Motorcross 


reset » рр 113 а 


A sneak-peek at what's gonna be hot for next month 


Oddworld: Abe's Oddysee 
The 55 Mudokons You 

Let Die—A Guide for 
Rescuing All 99 
of Your Friends 


Colony Wars кык. Ж 


deserves one helluva long 
Tips and Walkthrough = pn 92 әш title for its strategy guide. 
В "E The Mudokons are counting 
Last month, we hooked you up with a big ship listing as well as a comprehensive ФИЙ sadoni ДЕРІНЕН 
guide to the Colony Wars universe. It's almost everything you could ask for, but wait, Er With ОШИП 
there's more! Now we're giving you the tips and combat strategies that will help ida. its Has P 
you win the war, and maybe make you an admiral along the way. 9/08; р. 
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18 Burton” snowboards. Halfpipe. Big air 
contest. Snowboard park. Freestyle. Two- 
player racing. And any trick ап 
imaginable. Cool Boarders” 2. MÀ 
The next best thing to fresh pow. ees 
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PlayStation 


These days, daily news is only a click away 
on the Internet. But what you can'tget online 
is PSM's exclusive in-depth coverage, with 
m- more details and extra info. We dig deep to 


Will Multiplayer Games Ever Be the Same? 


А The villagers are willing to 


help you, but only if you know 


the right questions to ask. 


4 Gillian is one of the first peo- 


о пе of the most popular PC RPG 
titles ever is soon coming to the 
PlayStation. Diablo is its name, and it looks 
to redefine the traditional multiplayer con- 
sole game. Published by EA and developed 
by Climax Enterprises Ltd., Diablo lets you 
play the role of a warrior, rogue, or sorcerer, 
as you battle your way through 16 different 
dungeon levels. It also has 16 different 
quests that are randomly generated, so 
each time you play, the game will be differ- 
ent. Like traditional RPGs, characters will 
gain experience as they go, allowing them 
to use more powerful weapons and spells. 
And with 22 spells to master and more than 
100 different monsters to destroy, you 
know this is going to be one long and ex- 
tremely deep game. 

The PlayStation version will also be host 
to a large number of features not found on 
the PC original. Characters and monsters 


find the real story behind the headlines. 


Diablo Sets PlayStation On Fire 


lighting effects have 
been slightly enhanced. 
But those are minor 
changes in comparison 
to what is being done on 
the multiplayer side. On 
the PC, gamers would 
have to have access to 
the Internet in order to 
play against other peo- 
ple. On the PlayStation, 
all that is required is 
another controller. You 
and a friend can tackle 
the dungeons at the 


AGES UNDEAD 
РЕПНЕ 


\ From looking at this first level, it looks like EA has done an amaz- 
ing job of porting the game over to the PlayStation. 


same time, using only 
one PlayStation, but are also able to save 
your characters stats independently of each 
other. This allows you to re-use your charac- 
ters in different games with other people. 
Unfortunately, Diablo won't be shipping 


to be patient for a little longer. But from what 
PSM has seen, this is certainly one game 
worth waiting for. In the meantime, check 
out these early screenshots of 
the first level, and stay tuned for 


ple who you will meet. She will 
reveal important information 
about your quest, so pay atten- 
fion to what she has to say. 


more information 


[2 


are now larger and more detailed, and the until 01 '98, so console RPG fans will have 


These cows look pretty suspi- 
cious. You had better go checl 
them out. 


PERIPHERAL REVIEWS 
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hese days, it seems like you can 
find an emulator for your PC for 
almost all the classic videogames and plat- 
forms. Their popularity is ever-growing, as 
emulators are an inexpensive, alternative 
method to play your favorite Genesis, Super 
Nintendo, and classic arcade games. So far, 
however, the more sophisticated 32-bit con- 
soles have been untouchable. 

Well, the PlayStation has finally been 
cracked, and a new PlayStation emulator 
has appeared on the web. It's called PSEmu 
This new emulator is highly illegal, so don't 
ask us where to find it. It works on DOS, and 
it will play the PlayStation disc directly from 
your PC's CD-ROM drive. The only game 
that works is Raiden Project, and only 
Raiden 1 is actually playable. The game 
looks good as far as having the correct col- 


Discs On Your PG? 


ors. It does run at about two frames per sec- 
ond, though, so it probably won't be match- 
ing the PlayStation in that regard anytime 
soon. To date, this is the most ambitious 
videogame emulator yet. You can expect 
More to pop-up soon, as these things tend 
to become prolific 

Sony had no comment, but it shouldn't 
be too worried. Emulators on PCs won't cut 
into the console market at all. The emer- 
gence of PSEmu isn't all that surprising, as 
it was bound to happen sooner or later. 
Now that first blood has been drawn, it will 


be really interesting to see what ГӘ 


happens next 

» Raiden Project is the only game that works 
with the PSEmu, but other playable titles 
should start popping up anytime. 


he recent Sony analog controller was 

originally released in Japan with the 
vibration feedback mode, but it was then 
dropped in following manufacturing runs 
because of copyright and other issues. 
Needless to say, the feedback feature never 
made it over here to the U.S. 

Well, the vibration is back, and better 
than before. Sony Computer Entertainment 
of Japan will be releasing a new analog con- 
trol pad called the “Dual Shock” (Model 
ACPH-1200) on November 20. It will retail in 
Japan for $27.50 (U.S. equivalent). 

This new controller will produce two 
types of vibrations simultaneously, and the 
overall design has been improved over the 
already excellent analog controller. The 
vibration mechanism can produce two dif- 

\ ferent vibrations on different frequencies, 


@ | immersion and interaction with your games. 
| | The Dual Shock will feature all the same 
functions as it's predecessor, including both 
digital and analog modes of play. The feel 
and look of the pad has changed, however. 
The grip handles are smaller, the shoulder 
buttons are gently sloped shapes that are 
easier to hit, and the tips of the analog sticks 
2 are now rubber, for a better grip. Power for 
Іше eration ee is coming pak to the vibration mode still feeds from the 
рава A SS | PlayStation, so batteries aren't necessary. 
| The Dual Shock pad will most likely hit 
the U.S., but Sony Computer Entertainment 
of America has made no mention of when 
and if this will happen. As soon as we get 
one of the new Japanese vibrating pads into 
the office, we'll give you the complete low- 


and the two frequencies can be combined 
to produce a variety of results. For example, | 
| one action in a game could produce a low- | 

frequency vibration. As you execute anoth- | 
er action, a higher frequency can then be 


laid on top of the other to produce yet 
another type of vibration. The result is more 


vative new vibration effect. 


down on it's functionality and inno- [27 


> released Dec. 4 in Japan. Th fun 


damental game is the same, but 2 
new AC parts and a VS. computer 
mode have been added. The disk 
will retail for $40 U.S. No news of 
an American release. 


Members of the core team. 
responsible for Pandemonium 2. 
have left Crystal Dynamics to start 
their own game company. The ten- 
tative name for the new company is 
Shabbagames, and their first title 
will be for the PlayStation. 


Previously known as 
Interstate 80, Activision's port of 
the hit PC title Interstate 76 will be 
renamed Vigilante 8. The gameplay 
will closely resemble that found in 
the Twisted Metal series, and will 
emphasize straight-up action. 


Inside sources at Koei of 
America have revealed that the 
company will indei inging 
over Romance of the Three 
Kingdoms V. While details ai 


quarter 0498. 


In other Koei ni 
naut, the team behind 


seem pretty 
itle. Three other 


s one of them. 
(Continued on pg 16 >) 
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Net Yaroze Update 


Ға elcome to the latest update on what's new and cool about 
the Yaroze.This month, we will focus on a few really inter- 


esting websites that will certainly help out Yaroze owners. The 
WWW is starting to become more and more populated with Yaroze- 
related sites, and it's sometimes hard to know which are the better 
ones. Well, we've reviewed a couple of the more popular sites, so 
you will know exactly where to spend your time. 


LAYOUT: *хх 
CONTENT: xXx 


This Sony-sanctioned site is 
definitely one of the best 
resources for Yaroze program- 
| mers. It normally has some 
| great tips and info, and it's 
| updated frequently. This is 
| probably the best place to start 
| if you are interested in design- 
ing a game. Just be warned, 


since this is an official Sony site, you may not always get the full 
Scoop on certain topics. Beyond that, this site is your best source for 
updates and technical help. Be sure to check it out often. 
OVERALL: ЖЖЖЖ 


Over the past few months, this 
Site has slowly become more 
of a links page, but it still has 
plenty of useful info. The Code 
Jesters section, basically a 
Yaroze webzine, contains a 
bunch of useful tips and news 
that will interest both experi- 
enced programmers and new- 
bies. And the Q&A section 
should be able to answer any general questions you may have. 


It also has a link from the main page to the webmaster's C language 
tutorial, which is well done. All in all, this is a great site. It may not 
win any awards for layout, but the content more than makes up for 
any shortcomings. The numerous organized links to other Yaroze 
sites is simply the icing on an already delicious cake. 

OVERALL: ЖЖ 


Your monthly source 
for the latest Yaroze 
news and reviews 


TITLE: ^ 
URL: 


LAYOUT: xX 
CONTENT: XX 


One of the more basic sites, 
Mimsy's Net Yaroze InfoPage 
seems to have been designed 
purely for the webmaster's own 
personal use. There isn’t much 
info here, and the links to other 
sites are very limited. The C and 
C++ links were useful, but that 
is pretty much it. 


Unless you feel you want to visit every Yaroze site out there, this 
InfoPage does not provide anything new, and your time will be bet- 
ter spent at either Sony's official site or The NY Times. 

OVERALL: ЖЖ 


LAYOUT. АЖ 
CONTENT: XXX KK 


This is easily one of the best 
personal Yaroze fansites on the 
WWW. It has a superb layout, 
and everything is easy to navi- 
gate. The Webmaster makes it 
a point to stay on top of all the 
latest Yaroze-related news and 
gossip, as well as the current 
Yaroze projects. 


The NY Times has a great page devoted to links, with a summary of 
each site. Another page lists some of the more helpful development 
tools, such as a free ray-tracer. If you are even remotely interested 
in the Yaroze, then this site should be on your bookmarks list. 
OVERALL: ЖЖЖЖ 


Next month, we'll be going behind the scenes to see how some of 
the newer Yaroze games are being developed. Several programming 
groups have sprung up on the Internet, and PSM will be interview- 
ing a few of them to see what projects they are currently working 
on. So be sure and check it out! 

As always,tell us if you want to know more about a specific 
Yaroze topic, or if you've developed a game you would like us to talk 
about. Just send us some e-mail at psm@imagine-inc.com. 

Don't forget to put “Yaroze Column” in the subject line! ГЕ) 


PLAYSTATION GARRY BAG: 


Both San Francisco Rush and 
‘Mace: The Dark Age have been 
delayed until the first quarter of 3 
“98, Midway, the publisher for both | 
titles, has yet to comment on the 
reason for the delay. 


Ascii has now dropped the 
RPG title Moon from its release 
list. This is surprising news, consid- 
ering how much emphasis was 
placed on the game at the last E3 
show. This is the second RPG to be. 
canned by Ascii. the first was titled 
Big Rain and was being developed 
by Shadow Madness, 


Fly by Wire, Shiny's remote 
control helicopter flight sim, will not 
be published by Interplay after all 
Shiny is now discussing the project 
with other publishers, such as Play- 
mates Interactive. 


GT Interactive has recently 
purchased Micropose for a whop- 
ping $250 million. The GT Inter- 
active development and publishing 
house is responsible for numerous 
PC hits, and a more recent title 
based on the Magic: The Gathering 
card game. There is a high possibil- 
ity that some of these hits will be 
ported over to the PlayStation in 
the near future. 


Having released Ghost in the 
Shell and Vs., THO is developing a 
new PlayStation title, Broke 
Sword, Basically a point-and-click 
graphic a ture, Broken Sword 

ginally released on the PC 
under the title Circle of Blood. A 
release date of first quarter '98 is 


currently set. P 


REINFORCHYENRS 
HAYE а 
ABRIVEE 


COMMAND & SUNL 3 
RED ALERT = 
FOR THE 2 
PLAYSTATION™ 
GAME CONSOLE. - 


Over two dozen Allied 
_ and Soviet missions on 


and more! | 


Take the ultimate 
challenge by fighting | up 
З АІ opponents in | 

_ SKIRMISH mode. 


Battle maps are up to 2 
imes larger than those in 
mmand & Conquer. 


ree game difficulty 


f close-ups and 
action movies. 


“ reworked gi 
your PlayStation® б Game 


LOCK `N LOAD 


& T u D 1 o е 
www.westwood.com 


Command state-of-the-art Transformers! 
Be a heroic Maximal like Cheetor 
and change from beast... 


SYRY A. Q 


CITES 


7 fakes n € whole new meaning when BEASTS can CHANGE 
into ROBOTS штей te teeth with ІЛЕС Weaponry 


..to robot fighting machine with 
awesome firepowers! 


шип? 


Or choose to be an evil Predicon E ee 
like the terrifying Megatron! 


i 


| 5 
| e Р 


Pd 


Battle in rugged 3D terrain with 
natural hazards and enemy armies. 
Defeat rival Transformers in 
head-to-head combat! 


Maximize! Terrorize! 
Fight for control of the Energon supply! 


TRANSEORIME ES” 


www.beastwars.com 


wow FF WILL BRING OUT 
А ТУ THE BEAST IN YOU 


Interactive Playstation 
м 


©1997 Hasbro Interactive, Inc. ©1997 Hasbro, Inc. All Rights Reserved. Beast Wars” Transformers” are trademarks of Hasbro, Inc. Manufactured under license from Takara Co, Lid. Developed by Sony Computer Entericinment Europe (o division af Sony Electronic Publishing Limited.) 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment lnc. Windows and the Windows95 ore trademarks of Microsoft Corporation. The rating icon is o trademark of the Interactive Digital Software Assocation. 


eontest 


The Parappa 


"I Cotta Believe" 
Sweepstakes 


ere at PSM, we've been big fans of Parappa for a good while now. And if he's taught us anything, it's that you can't let a run of bad luck get you down—you "Gotta 
Believe!" So in keeping with that theme, we're giving you the chance to win big. If you can answer just three simple trivia questions about Sony's original "Hip- 
Hop Hero,” then you will be eligible to win all sorts of cool, expensive stuff, like a Sony 200 disc CD changer! WOW!!! With equipment like that, even DJ extraordinaire PJ 
Berry will be jealous! 

To enter, write the correct answers to the following three Parappa trivia questions on a postcard (no envelopes please) with your name, age, sex, address, and phone 
number. Then send it to "PSM-Parappa the Rapper" Sweepstakes, c/o Linzee International, 1306 Old County Road, Belmont, CA 94002. Entries must be received no later 
than December 31, 1997, so get goin'! 


PARAPPA TRIVIA QUESTIONS 

1. How many Master Rappers does Parappa face? 
2. Which character does Parappa have a crush on? 
(Katy Kat, Sunny Funny, or PJ Berry)? 

3. What is Parappa’s famous phrase? 


DON'T DELAY, 
ENTER TODAY! 


Prizes 

GRAND PRIZE (1 WINNER) 

> Sony 200 Disc CD Changer 

> 10 Sony Music CDs 

> PlayStation CD Carrying Case 

> Parappa the Rapper Soundtrack CD 
> Parappa the Rapper PlayStation game 
> A one-year subscription to PSM 


First Prize (1 winner) 
> PlayStation branded leather varsity jacket 
> PlayStation CD carrying case 

> Parappa the Rapper PlayStation game 
> A one-year subscription to PSM 


SECOND PRIZE (5 winners) 
> PlayStation T-shirt 

> PlayStation wrist watch 

> A one-year subscription to PSM 


mate retail value of $1,535.00) 
receive one (1) PlayStation brand 
(1) PlayStation CD carrying case, oni 


gibilty/release of liabilty/prize acceptance within 7 days of receipt or forfeit prize. 
if the winner is a minor, then prize may be awarded to winner's parent or legal 
per guardian. By acceptance of prize, winners agree to the use of their name and/or 


Visit Sony at wwwplaystation.com 
The Sony Computer Entertainment logo is a trademark of Sony 
Corporation. PlayStation and the PlayStation logos are trademarks of E 


Sony Computer Entertainment Inc. Parappa The Rapper is a trade- PlayStation software, and a one (1) year subscription likeness for purposes of advertising, trade, or promotion without further com- 
mark of Sony Computer Entertainment America Inc. © 1997 Sony Computer mate retail value of $350.00). Five (5) Second Prize wir pensation, unless prohibited by law. Employees of the Sponsor and its parent and 
Entertainment Inc. © Rodney A. Greenblat/Interlink (1) PlayStation branded T-shirt, one (1) PlayStation brar affiliated companies and their families are not eligible. Neither the Sponsor nor its 

year subscription to PSM magazine (approximate retai affiliates, subsidiaries, division or related companies are responsible for any dam- 
PSM - Parappa the Rapper Sweepstakes Rules reserves the right to substitute prize of equal val ages, taxes, or expenses that winners might incur as a result of this sweepstakes 


1. No Purchase Necessary. To enter, send a postcard (no envelopes please) with are non-transferable and no substitutions allowed or receipt of prize 
your name, date of birth, sex, address, phone number and your answers to the 
questions listed above to "PSM-Parappa the Rapper” Sweepstakes, clo Linzee 3. Winners: Winners will be determined by a single ran 


International, 1306 Old County Road, Belmont, CA 94002. All answers must be entries received by the Sponsors, whose decisio 


6. Winners List: To obtain list of winners, send a 
stamped, self-addressed ^ envelope 10 


correct in order to be valid. Entries must be received no later than December 31, on or about January 7, 1998. Winners shall be ni "PSM-Parappa the Rapper" Sweepstakes Winners 
1997. Sony Computer Entertainment America (the "Sponsor") is not responsible List, c/o Linzee International, 1306 Old County 
for lost, late, mutilated, illegible, incomplete, or misdirected entries. 4, Odds of Winning Sweepstakes: The odd ur Road, Belmont, CA 94002. Requests for winners 
valid entries received. list must be received by January 30, 1998. Please 
2. Prizes: One (1) Grand Prize winner will receive one (1) Sony 200 Disc CD allow four (4) weeks for delivery of winners list. 
Changer, ten (10) Sony Music CDs of Sponsor's discretion, опе (1) PlayStation CD 5. Eligibility: Promotion open to residents of United States only. Return of any PlayStation 
Carrying Case, one (1) Parappa the Rapper audio CD, one (1) Рагарра the Rapper ртіге/ргіге notification as undeliverable will result in disqualification, and an alter- 7. Restrictions: Void where prohibited or restricted у 
PlayStation software and a one (1) year subscription to PSM magazine (арргок- nate winner will be selected. Winners may be ге to sign an affidavit of el- by law. 
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MR n levels 


hile Sony CEA has han- 
dled all of Square's Play- 
Station projects in the U.S. so far, 
rumor has it that the contract 
between the two companies 
runs out on January 1, 1998. 
Following that date, Square is 
expected to handle its own pub- 
lishing in the U.S., for titles such 
as its upcoming Sokaigi 
In addition to earning higher 
profit margins on its sales, 
Square would also put the task 


own hands—instead of in the 
more conservative hands of 
Sony. Taking things one step fur- 
ther, Square may even go as far 
as to delay some of its titles that 
were planned for a Christmas 
release in Japan. By doing so, 
the company wouldn't have to 
give Sony the option of publish- 
ing them in the U.S. This move 
would apply to Square titles like 
Chocobo's Mysterious Dungeon, 
Front Mission Alternative, Ein- 


Aya (бс 
&5354* 


Y Square may delay publish- 
ing Parasite Eve and its other 
big titles in Japan this year. 


of "localizing" its products in its 


Acclaim Reorganizes 


ccording to internal sources, Acclaim has been 
| undergoing a whirlwind of changes. Both founders 
ol Acclaim's two major development studios, Sculptured 
Software and Probe Entertainment, are said to have left 
their respective companies. Their departures were said to 
be followed by a wave of layoffs in both studios. Rumor 
has it that Acclaim's third development studio, Iguana, will 
be taking over all development operations at the other stu- 
dios (going so far as to rename Sculptured "Iguana West"). 
Acclaim refuses to comment on the rumored changes, 


hander, Parasite Eve, and others. 


merely stating that the company will divulge its plans when 
it is good and ready. 


^ Acclaim 
reorganization following the departure of the founders of two 
of its development studios. 


rumored to be undergoing significant internal 


progressing on a new potential Contra game 
for PlayStation. The game is being developed by 
Appaloosa, which is the same development house that 
originally did Contra: Legacy of War. According to one 
inside source, "If the game is good enough, and bears 
enough resemblance to the Contra games of old, it will 
receive the Contra moniker." Rumor has it that the 
game will be another 
3-D attempt at the 
series. Hopefully, it will 
be better than Appa- 
loosa's first try... 


4 Does Appaloosa 
really deserve a sec- 
ond chance at the 
Contra franchise? Only 
time will tell... 


i PlayStation: 


ources at Konami have indicated that work is : 


rogrammers working on the PlayStation 

Tekken 3 project have indicated that 
the game will maintain the 3-D 
polygonal background details 
of the System 12-based 
arcade unit. Few other details 
have been revealed regarding the 
game's top-secret development, 
but sources who have seen the 
work in progress have indicat- 
ed that it should be yet again 
the best looking and playing 
fighter on the PlayStation. 


> As in the previous Tekken 
ports, the PlayStation version of 
Tekken 3 should not disappoint 
in graphics or new options. 


ources within Midway have hinted that 

development on the PlayStation version of 
Mortal Kombat 4 is well underway. Supposedly, 
environments are already done and at least 
two characters are moderately playable. No 
collision detection has been implemented 
thus far, and none of the special 
moves for any of the characters z 
are in, but the game is supposed 
to be ready in time for next f 
Christmas at the latest. Little — /- 
info has been released about 
how much detail will be 
lost in the port, but PSM 
will keep you posted. 


> Look for Sub-Zero and the | 
gang to come home to the 
PlayStation late next year. 


ТЕЕТ LORD Deimos, / 
“HES GOT LOOKS THAT KILL, 
НАПР OF STEEL, 
(A ROTTEN DISPOSITION, 
, (AND HES ABOUT TO GET MEDIEVAL UPSIDE YOUR HEAD.) 


Lord Deimos is just one of the vicious 
warriors you'll go against in Mace - 
The Dark Bre Each fighter comes 
with his or her own deadly weapon and 
so many different moves and combos 
that inflicting pain will be easier than 
ever before. And thanks to the arcade 


development of the “Voodoo Graphics” 


chipset, you'll get 3-D fighting as 
you've never seen before. So pick 
up Mace - The Dark Age today. But 
watch out for Lord Deimos - he's looking 


for his next victim. 


ж Maa к 

жа SAL А25 
کک‎ ч 

э UO ай айн АЁ ا لک‎ am سے‎ 


EVERYTHINGS A WEAPON, 


MANITO 


ERii KURISUMASU!!! YOI OTO- 


SHI WO!!! And what did every- 
one ask for from Santa? Mobile Suit Z 
Gundam? Bloody Roar? Speed Power 
Gunbike? Or perhaps a gift certificate to 
get your PlayStation chipped?! Hopefully, 
you've circled your fave titles from my 
section and “accidentally” left it open for 
someone to find! Anyways, have a cool 
Yule, and enjoy these goodies that Otaku 
Santa has brought you. HO! HO! HO! 


Sony Computer Entertainment Japan held a press confer- 
ence for “PlayStation COMIC,” the first installment of which 
(Space Adventure Cobra the Psychagun) is scheduled for release 
on December 4. By pressing buttons on the controller, you can 
enjoy a new type of digital comic on your monitor, making for an 
interactive experience and an entirely new media. The comic 
will include pictures, movies, CG and sound, and it will have 
such movie-like features as "framing" and “cutout.” Carol The 
Dark Angel will be out by Spring of 1998, and 2999 A.D. Game 
Kids will be out sometime next year. 


On November 27, Sony Computer Entertainment will 
release a 3D action RPG called Crime Crackers 2 for the Play- 
Station, In this sequel to the original Crime Crackers, you must 
search through a 3-D polygon dungeon in real time, trying to dis- 
cover the answer to riddles while fighting enemies. Items that 
increase the characters’ abilities have been added to the game 
along with RPG elements, creating an entirely different genre. 
Crime Crackers 2 has a total of eight scenarios, each with four 
to seven short stories, which in turn have 25 stages. 


Konami will reprint old favorites into Konami Antiques— 
MSX Collection Vol. 1, which will be released in Japan for $40. 
This collection of 10 nostalgic titles will include Konami's 
Boxing (1985), Konami's Ping Pong (1985), Mobi Ranger (1985), 
Hyper Sports 2(1984), Final South Pole Adventure (1984), Yie Ar 
Kung Fu (1985), Road Fighter (1985), Skyjacker (1984), 
Gradius (1986), and Gophers Ambition (1988). 


The latest news and notes from the 
Land of the Rising Sun, featuring our 
very own Bill Paris-san! 


ге! Tonba! (“| am Топра!") 


о 


the game. Half of the fun in this 


is the first side-scrolling (ате comes from your con- E. 3 
action game by Ubi Camp, the stant search | ж бер 
company founded by Токио  foritems. | 
Fujiwara. What, never heard of Controls 
him? Fujiwara was in charge of include ) » 
planning and producing such clas- jumping and Ў ж \ 
Sic games as Bionic Commando using attack * > 


and Ghouls and Ghosts back when items that you = 


he worked for Capcom. In this 
action game you play Tonba, a boy 
from the wild, whose aim is to to 
retrieve a stolen bracelet from the 
powerful magic-wielding "Demon 
Pig." On the way, you can help 


find along the way. Ore! Tonba! 
also has some RPG elements— 
you'll talk to townspeople, and 
you'll have to remember various 
words spoken by dwarves so you 
can understand others. It's slated 


other creatures or search for things 
that will help you continue through 


this affect 
gameplay? $ 


; | AArewelooking | 
fora mid-December / at he next bigs 4 
release in Japan. | mascot character? ) 


abiliti 
him climb and 
hang onto > 
ledges. That | 
pig is goin’ 
downtown! 


(“Super-Hot”) 


stro Noka can best be described as a “Space 
Crops Growing/Evil Beast Extermination game”. 
This unique title was developed by Muu Muu, the devel- 
opers of Gambare Morikawa-kun 2. Players manage a 
farmhouse on a small planet in space, which aims to be the 
best farmhouse in the galaxy by raising “cosmo vegeta- 
bles." Your ultimate goal is to grow and crossbreed new 
kinds of crops to achieve total mastery in the Space Crops 
Contest, The contest has a variety of uncommon cate- 
gories, ranging from “Largest Pumpkin” to “Vegetables 
that make Sounds and Smells.” And while this planet is 
cute, it also has horrible "Baboo" that lay waste to your 
crops. It's definitely not your normal growing conditions. 
Bomberman World was a surprise title from Hudson, 
which made its debut at the Fall Tokyo Game Show. 
There have been over 20 Bomberman titles, but this is 
the first one for the PlayStation. Just like with the other 
Bomberman games, Bomberman's activities include 


A This Baboo 
makes growing 

vegetables a living 
hell in Astro Noka. 


planting bombs and defeating enemies. There are three 
modes—Normal (includes five stages—Earth, Wind, 
Water, Fire, and Darkness), Battle, and Challenge. Battle 
mode lets you fight up to five people at once, with 

item settings available. l'm am there, man 
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our favorite Japan game otaku recently got a 

chance to visit the offices of one of Japan's most 
revered game creators—Hideo Kojima. Kojima is known 
for such Konami titles as Metal Gear, Snake's Revenge, 
Snatcher, and Police Nauts, and he is currently working on 
the highly-anticipated Metal Gear Solid. 

Kojima originally wanted to be in the movie business, 
so he is set on making sure that Metal Gear Solidis not just 
a great action game—it must have a strong story, as well. 
He wants to make sure you can feel that you're getting 
closer to your goal, and that you experience the intensity 
you'd find in a movie. Kojima is also determined to do a lot 
more in terms of gameplay. As he puts it, due to the con- 
straints of the hardware that was available 10 years ago, he 
was only able to get 2096 of his ideas into the game. And 
with the PlayStation, he says that he can still only manage 
to implement about 6096 of his ideas! Yikes! As a part of 
an American panel, we had the opportunity to talk to 
Kojima about his plans for the new Metal Gear... 


PANEL: How smart is the enemy's Artificial Intel- 
ligence? How can they detect you? 

HIDEO KOJIMA: The enemy is extremely clever. All of the 
characters have a field of vision and hearing. The Al incor- 
porates those two as realistically as possible. You obvious- 
ly can't see on the other side of obstacles. You can even 
pull a cardboard box over your character and hide that way. 
A distinction is made between sounds that are close and 
far away, as well. The Al can distinguish between knocking 
on wood, gunfire, and explosions. In most games, if some- 
one was hiding under a desk, opponents couldn't get a 
clear shot at him from above. In Metal Gear Solid, if oppo- 
nents can't get a clear shot, they'll throw a grenade at you. 
P: What's the back story to the game? 

HK: The year is 2005. A secret base in Alaska houses 
nuclear weapons. A genetically engineered terrorist group 
called Foxhound overtook this facility. If the demands of 
this unit are not met within 24 hours (not real-time), the 
nuclear weapons will be launched. It's up to Solid Snake to 
infiltrate the base single-handedly and stop these madmen. 
Unfortunately, | can't reveal any more about Foxhound. 

P: Do you start off the game without weapons, just like 
in Metal Gear and Snake’s Revenge? 

HK: Yes. You have nothing but binoculars and cigarettes. 
You gradually pick up equipment and weaponry as you go 
through the story and get stronger that way. 


C bi Е ation 
igiCube signed an agreement with convenience 


D stores in Japan (like 7-11 and Circle K) that allows 
them to sell software and hardware in the stores. Com- 
mencing on November 15, 1996, the general public can pur- 
chase PlayStation software, memory cards, controllers, and 
PlayStation consoles 24 hours a day! If you're up late at 
night, wishing you could play that game that just went on 
sale, you can take a walk down to your local "Family Mart" 
or "Sunkus" and pick it up. Is that cool, or what? 

The DigiCube station consists of a monitor that displays 
a satellite broadcast of the DigiCube channel (channel 215). 


4 Check it out—this is the actual model that the developers 
used to render the mech for Metal Gear Solid! 


Р: Is there more weaponry this time? 

HK: Yes. Since Metal Gear Solid is a 3D polygon game, | 
could do things with weapons that | couldn't do before, 
such as zooming in on a target with a high-powered rifle 
gunsight. The remote control missile is back again in this 
one, and the controls for it are the same, but with an amaz- 
ing difference. Instead of seeing it from the point of view 
of Solid Snake, you see it from the point of view of the mis- 
Sile! You can use the missile to see around corners and 
areas that are obstructed from Solid Snake's view. 

P: Will Metal Gear Solid be compatible with the new 
analog controllers? 

HK: I'd like it to be. I'm developing it with that in mind. 

P: When is the release date for the game? 

HK: Sometime next year. The U.S. release will either be 
simultaneous with the Japanese, or a little bit after [5 
the Japanese release. 


сте» Ci 


A Here's Hideo Kojima himself (on the right), with character and 
mecha designer Yoji Shinkawa. Man, Metal Gear is gonna rock! 


г Convenience 


The channel provides game information and demo videos of 
what's being offered. “Product cards” are located on the 
sides of the monitor instead of merchandise. When you go 
up to the register, you fork over the card in return for the 
game. If the convenience store is out of your favorite title, 
you can call a toll-free number (in Japan) and order it. As to 
the reasoning why convenience stores decided to sell 
games, it's simple—they wanted to meet the needs of their 
customers. And in Japan, purchasing your favorite game is 
certainly a need—an average of 30,000 titles are sold 

there each day through DigiCube. Ahh, Japan... 


ў 10 


il. 


TOP 10 SELLERS 
ІН JAPAN arsi 


BREATH OF FIRE Ill 


Capcom; released September 11; 
copies sold: 175,915 


REAL POWERFUL PRO BASEBALL 
97: SEASON OPENER EDITION 
Konami; released August 28; 

copies sold: 97,439 (in last 2 weeks), 
246,475 total 


MINNA NO GOLF 
SCE; Released July 17; copies sold: 
64,412 (in last 2 weeks), 588,587 total 


FIGHTING ILLUSION: K-1 REVENGE 
Xing Entertainment; released 
September 11; copies sold: 52,560 


Uep Systems; Released August 28; 
copies sold: 42,826 (in last 2 weeks), 
98,615 total 


DERBY STALLION 
ASCII; released July 17; copies sold: 
42,322 (in last 2 weeks], 1,535,173 total 


MONSTER FARM 
Tecmo; released July 24; copies sold: 
36,845 (in last 2 weeks), 305,063 total 


SAGA FRONTIER 
Square; released July 11; copies sold: 
28,178 (in last 2 weeks), 1,131,305 total 


DRAGON BALL FINAL BOUT 
Bandai; released August 21; copies 
sold: 27,160 (in last 2 weeks), 
157,492 total 


FINAL FANTASY TACTICS 
Square; released June 20; copies sold: 
21,438 (in last 2 weeks), 1,316,963 total 


©1997 TOKUMA SHOTEN Co., Ltd. INTERMEDIA COMPANY. 


A Toys ‘R’ Us-style product cards are promi- 


пеп! 


displayed Бу the DigiCube monitors. 


Need a reason to get surrou те about to flip through pages of them. 


©1997 Sony Electronics Inc. Al rights reserved. Sony is а trademark of Sony. 


Crash Bandicoot 2....... 
Cart World Series 
NHL '98...... 
Nightmare Creatures 
Pandemonium 2 
Test Drive 4 
Jet Moto 2 
Mass Destruction 5 
Need For Speed: V-Rally ....... 
Cool Boarders 2 
Tomb Raider 
Red Asphalt.. 
Rampage World Tour............ 
Fighting Force 


е here at PSM want you to know that we take 
) our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take ‘em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional “five-star” ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


A PlayStation classic that no fan should be with- 
out. A can't-miss game, no matter who you are! 


A really well-done game. If you're a fan of the 
genre, you should definitely check this one out. 


A pretty good game. It has its share of rough spots, 
but some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


Don't even make eye-contact with this one—its 
not worth a second of your time. 


06866; 


Sony CEA Naughty Dog 
Action/Platform 1 K-A 1 


Д р) hen the original Crash Bandicoot came out, 
everyone looked at it as Sony's attempt at creating a mascot 
to go head-to-head with the likes of Mario and Sonic. And while Sony 
would argue that it was only interested in making a quality game, 
nota company mascot, it was clear that the company was hoping 
for much more. In the end, Crash was extremely successful, and 
it was a really good game—good, but not great. 

Looking back, it's easy to see that Crash was Naughty Dog's first 
real attempt at the genre. But this time around, the developers 
improved on nearly every aspect of the game. You can 
now save any time you want, the difficulty is much 
more balanced, and Crash has plenty of new moves. 
With the additions of cool story sequences, talking 
bad guys, and better music, Crash’s world really comes 
alive and the series shows its own unique style. The leap from the first 
game to this one is absolutely amazing! 

Crash 2 only has a couple of real problems, but they do stick with 
you sometimes. First of all, to get the true ending, you have to find a 
lot of special hidden gems. Many of them are hidden just a little too 7 
well, and finding them requires you to do stuff that you'd probably 1 
never think of. Second, fans of the analog controller will have to get used ү 
to using the standard D-Pad again, because analog makes every jump 
three times as hard. And finally, the camera and Crash's perspective still have 
some problems—sometimes you just can't see what you need to. 

However, these problems take hardly anything away from an oth- 
erwise stellar effort. You have to respect that the developers, de- 
Spite the success of the first game, were humble enough to learn 
from their mistakes. With Crash 2, Sony finally has a true 
mascot game that can go up against the best the compe- 
tition has to offer. 


THE GRAPHICS PULL YOU INTO A BRIGHT, BEAUTIFUL CARTOON WORLD 

Т } IS REALLY GOOD, BUT CRASH NEEDS A NEW MAIN TITLE SONG 
СЕРТ IS REFINED TO NEAR-PERFECTION 

LAY IT FOR HOURS AND HOURS TRACKING DOWN THE GEMS 


CRASH 2 SOLIDIFIES THE SERIES AMONG THE ELITE FRANCHISES 
The worlds in 
Crash 2 feature 
some of the 
most beautiful 
graphics you'll 
ever see on 
PlayStation. 


Crash's arch-enemy, Neo 
Cortex, is back for more punish- 
ment. And this time he's tricked 
Crash into doing his dirty work! 
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REVIEWS | 


CART World Series 


Publisher Sony CEA Developer Sony Interactive 
Type Racing Players 1-2 Rating K-A Discs 1 


1 000 
000 й 


A The low-resolution graphics and poor frame rate ultimate- 
ly keep CART World Series from being a great game. 


ART racing is what used to be referred to as Indy 
Car racing. It features many of the drivers who 
used to race in the Indy circuit, including Al Unser Jr. and 
Jimmy Vasser, and it takes place on some of the world’s 
most famous tracks, such as the Laguna Seca raceway 
in Monterey, CA. To create a realistic CART racing game, 
Sony Interactive made sure to feature the real drivers, 
cars, and tracks in no small supply. 

What CART World Series does best is capture the 
squirrely feel of the high-performance CART vehicles. 
These are not stock cars nor street cars, and they are not 
designed for brute tactics such as power-slides or bump- 
ing competitors’ cars for position. They are made for 
high-speed racing and precision maneuvering, and CART 
World Series does a pretty good job in relaying the es- 
sence of the control. Unfortunately, CART doesn't offer 
high-resolution graphics or a frame rate well suited for a 
game that's supposed to be selling the sensation of 
intense speed. Traditionally, when developers choose to 
go with a lower-resolution standard in graphics, it's 
because they're trading resolution for an ultra-smooth 
frame rate (something especially desired for racing 


games). In CART, both departments have serious prob- 
lems—beyond just how the game looks. On some of the 
more complex tracks, for example, the low-resolution 
graphics, mixed with the fast-approach speeds, create 
confusing moments when the path of the track ahead is 
simply not clear. In a game where anticipating the track 
is so important, this is a serious problem. 

In the end, despite the fact that CART World Series 
has great features like realistic tracks and cars, along 
with every option you could hope for, the core gameplay 
just isn't what it could be. The rest will only take it so far. 
So, if it's high-performance racing you want, Psygnosis' 
Formula 1 is still the game to beat. 


D> THE GRAPHICS ARE A LITTLE TOO LOW RES 

D> THE MUSIC IS NOT THAT BIG OF A DEAL 

D> THE CONCEPT IS PRETTY ORIGINAL FOR A RACING GAME 
D> ILL PLAY rr UNTIL FI CHAMPIONSHIP EDITION COMES OUT 


PSM FINAL SCORE: 


NOT BAD, BUT NOT AS GOOD AS THE COMPETITION 


NHL "Зв 


Publisher ELECRONC Arts Developer EA CANADA 
Type Sports Players 1-8 Rating K-A Discs | 


e've finally uncovered a disadvantage to being a 

PlayStation owner. If you owned one of those 
other systems, you'd simply wait for your one sorry 
hockey game to come out and you would go buy it. 
Meanwhile, us PlayStation owners have to choose 
between the four best hockey games in the world. See, 
owning the best videogame system on the planet can be 
tough sometimes. 

The long-standing NHL series has had its troubles on 
the little grey box, but thanks to a new developer and 
some hard work, NHL ‘98 is set to fix all of that. The 
game was developed by EA Canada, which has devel- 
oped the excellent PC version for years (Canada- 
Hockey—Duh! Took them long enough to make the con- 


nection). EA Canada has created a hockey experience 
like no other. The gameplay isn't revolutionary, in fact it's 
quite retro. However, any fan of the series realizes that 
returning to the lighting-fast gameplay of the Genesis 
years is a very good thing. The one-timers, checks, on- 
the-fly strategy, hi-res graphics, and incredible presenta- 
tion make NHL ‘98 the complete game. The game's fran- 
tic pace is broken up nicely by dramatic (and quick) cut- 
scenes that showcase the incredible graphics and sound 
while updating current stats. 

One of the few problems with NHL ‘98 is the fre- 
quency of checks, but it isn't a big enough problem to 
take away from the overall excitement. Once again, the 
NHL series has found that magic formula between fast- 
paced arcade game and simulation. 


D> THE GRAPHICS ARE EXCEPTIONAL 

D> THE MUSIC IS IDEAL FOR A HOCKEY GAME 

D> THE CONCEPT IS FAMILIAR 

D> I'LL PLAY IT MORE THAN ANY OTHER HOCKEY GAME 


PSM FINAL Score: 


Move over PowenPLAY, NHL 15 BACK! 


4 The superior presentation is just one reason NHL '98 rises 
above the crowd. Its insane speed doesn’t hurt, either! 


Nightmare Creatures 


Publisher Activision Developer Kalisto 
Type Action/Beat ‘em-Up Players 1 Rating M Discs 1 


made it successfully to the PlayStation, mainly 
due to the difficulty involved in bringing the genre into 
3-D. But Nightmare Creatures comes on strong—it 
plays fast and offers solidly built 3D levels. 

As either Natasha, a sword-slashing gymnast, or 
Ignatius, a holy man with a heavy staff, players 
square off with horrifying monsters in hand-to-hand 
combat. Set in 19th century London, the ultimate 
goal is to stop an evil wizard who leads players 
through the city's 15 menacing levels. 

The levels are surely the best part of Nightmare 
Creatures. Their gothic architecture and moody 
lighting evoke a sensation of suspense not seen on 
the machine since Resident Evil. The game's sound- 
track also adds nicely to the overall feeling of suspense. 
Coupled with some bizarre and nasty polygonal mon- 


\ae totally frustrated. 


eat'em-up games of the 16-bit era haven't really 


sters, the game beckons you forward, even when you 


This leads to the game's 
shortcomings. On the sur- 
face, the controls 

are fairly 
balanced 
between fight- 
ing and explo- 


4 Dismembering polygonal monsters is a refreshin 
morbid element of the gameplay. 37 


rative movement, but they prove to be somewhat skit- 
tish when your character is confined to a small boss 
arena. Often in combat situations, the camera doesn't 
adjust as quickly or as smoothly as expected, and the 
game doesn't provide any camera control options. It can 
get pretty confusing when you can't follow what's going 
on. But these are minor annoyances—the biggest flaw is 
that the gameplay doesn't vary much between levels, 
and the fighting isn't tremendously deep. Find a mon- 
ster, pin it to a wall, and dia-a-combo. When it dies, find 
another monster and repeat. 

Fighting fanatics looking for a game to quench their 
bloodlust in a new way will really enjoy Nightmare 
Creatures, but fans of Tomb Raider and its strategy ele- 
ment might find it monotonous. 


> LOOKS шке TOMB RAIDER IN ISTH CENTURY LONDON 
D THE Music WILL SPOOK YOU, Too! 

> THE CONCEPT IS GOOD, DARK, AND SCARY 

D> I'LL PLAY IT UNTIL ВЕТ TIRED DF THE FIGHTING 


PSM FINAL Score: 


THE GRAPHICS TASTE GREAT—THE GAMEPLAY'S LESS FILLING. 


P 
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| REVIEWS 


Pandemonium 2 


Publisher Midway Developer Crystal Dynamics 
Type Action Players1 Rating K-A 


hen Crystal Dynamics released the original 
Pandemonium for PlayStation, gamers were 
wowed by its rich 3-D graphics, dazzling visual effects, 
and fast-paced action. The only real hang-up was the 
track-based nature of the gameplay. Though the graph- 
ics suggested otherwise, the gameplay was actually lim- 
ited to an invisible track and thus played more like a tra- 
ditional side-scrolling action game than anything else. 
So how does the sequel remedy this shortcoming? 
It doesn't really. The developers at Crystal Dynamics 
were content with merely adding multiple paths 
throughout the levels. While this doesn't provide a truly 
explorable 3-D environment, it does give the illusion that 
gamers can go anywhere they want in a level. Is this а 
flawed approach? Not necessarily, as games like Crash 
Bandicoot do an excellent job of providing solid game- 
play while limiting where the lead character can go. 
The question is how well Pandemonium does with- 
in this framework, and the answer is extremely well 


A The psychedelic graphics really start to show up in the 
later levels of Pandemonium 2. Dig those crazy colors, man. 


From the trippy graphics to the devilishly designed 


action and puzzles, Pandemonium 2 is a challenging | 


reminder of what action games used to be—but with a 
welcome twist now and again. It fails to impress, how- 
ever, in the fact that it doesn't build enough on what the 
original title delivered. The important aspects of the 
gameplay do not have many discernible improvements, 
nor are there any big jumps in the graphics or sound 
(although both are still pretty good). And since 
PlayStation games have come a long way since the orig- 
inal title, in the end, Pandemonium 2 is simply not as 
impressive as the original. There are some exceptions— 
level designs in this sequel are quite a bit better than its 
predecessor, and in general, much larger. 

If you liked the first game, then Pandemonium 2 will 
certainly be very enjoyable. It just doesn't seem to pos- 
sess either the graphical flair or the innovative gameplay 
elements to make it a true PlayStation hit in today's 
crowded market. 


D> THE GRAPHICS ARE JUST PLAIN TRIPPY 
D> THE MUSIC IS EQUALLY OUT THERE 

D> THE CONCEPT IS NO LONGER ORIGINAL 
D> I'LL PLAY IT A LITTLE WHILE LONGER 


"Test Drive 4 


Publisher Accolade Developer Pitbull Syndicate 
Type Racing Players 1-2 linked Rating K-A Disc 1 


DU ІШІ so many 
half-rate driving 
| games out there clog- 
ging the market, only а | 
few will really rise to any kind of star- 
dom. Test Drive 4 is one of those few. 
Test Drive is a long-running series that started on the 
Amiga in 1987. The series focuses on racing real cars, 
With their true physics, on real roads. Test Drive 4 is the 
latest title, and is easily the best of the series. It simply 
outclasses Need For Speed 1 and 2. 
The game has its flaws, but considering what it was 
designed for, you couldn't do better. The modeling of the 


| cars is among the best seen, showing true care for 


detail. The concept of racing muscle cars against today's 
hottest sports cars is one of the game's best selling 
points, and is the dream of any 70s car fan. The devel- 
opers, Pitbull Syndicate, come from the core team 
responsible for Destruction Derby and the stellar 
Destruction Derby 2. This is one of the reasons Test 
Drive's control and physics are so dead-on. Featuring 
streaming video that comes at you at 30 fps, the tracks 
look equally good, with little pop-in and fast speed. Some 
of the most fun to be had in Destruction Derby 2 was the 
great air you could get—In 704, the Pitbull team takes 
getting air to the next level (to the point of insanity on the 
San Francisco course!). 

The tracks each average around 10 miles in length 
and travel through several highly detailed famous loca- 
tions (although not totally accurate). Unfortunately, TD4 
only has five tracks, plus a drag strip. Each track has a 
reverse counterpart, making for a total of 11 eventually 


| playable courses. More locations and courses certainly 


would have increased the replay value, and this shortage 
is a bit of a disappointment. Another bummer is that you 
can't drive off the track, which cuts down on the realism. 

Though it could have been more, 7D4 is a driving 
game that can take its place among the legendary racers. 
And with the last-minute addition of a new Orbital song 
to the soundtrack, it screams ultra-cool. 


D THE GRAPHICS ARE IMPRESSIVE AND DETAILED 

> SOUNDS UKE CARS RACING TO TRANCE MUSIC 

> THE CONCEPT IS NAILED DOWN TIGHT 

(> I'LL PLAY IT WHEN | GET HOME AFTER SITTING IN TRAFFIC 


PSM FINAL SCORE: 


А FUN JOURNEY, WHILE IT LASTS-—IT S JUST NOT TOO INNOVATIVE 


PSM FINAL SCORE: 


‘QUITE POSSIBLY THE BEST RACING GAME THIS YEAR 


det Moto 2 


Publisher Sony CEA Developer SingleTrac 
Type Racing Players 1-2 Rating K-A Discs 1 


ake a highly maneuverable hoverbike, put it on 
an insane fantasy course with nine other com- 
petitors, and you will have Jet Moto. You will also have 
Jet Moto 2, the sequel to last year's sleeper hit. It's basi- 
cally the same exact game, with 10 new tracks and a 
few gameplay tweaks 

The amazing physics engine is back, as is the killer 
control. An important addition is the analog pad configu- 
ration, which is actually the sequel's best enhancement. 
The tracks are well designed, varied, and creative. In 
fact, they are even more extreme (and vastly more diffi- 
cult) than those in the first installment. Take the 


final Nightmare track from the first game, make 
it tougher, and you will have the set of tracks (inter- 
mediate level) that are opened by winning the first 


A Grappling remains an extremely important tool for tight 
cornering, and for staying ahead of the competition. 


championship. The suicide courses are also back, along 
with the typical circuit tracks. The advanced courses are 
just plain hard, and combined with the pumped up Al, 
you have one extremely challenging game. The game- 
play is still the same with all the grapples and big airs, 
but the turbo feature has been modified. Instead of hav- 
ing a set amount, the game now has a turbo meter that 
is depleted as you use it. The two-player split-screen 
mode is also back, and is as fun as ever. 

On the down side, some of the changes from the 
first game are not necessarily better. In the original, each 
bike had a variety of attributes that made for a diverse 
group of bikes to choose from. For Jet Moto 2, most of 
the attributes were dropped, leaving just speed, accel- 
eration, and weight. As a result, only the three fastest jet 
bikes are worthwhile—the other bikes are just a waste 
of time. It's actually a step back from the first game. The 
final word is: There's nothing unfamiliar about Jet Moto 
2 and nothing truly innovative, just more of the same. 


> THE GRAPHICS LOOK THE SAME AS THE FIRST GAME 
D> THE MUSIC ISN'T NEARLY AS COOL THIS TIME AROUND 
D> THE CONCEPT IS THE SAME BUT STILL SOUD 

D> I'LL PLAY IT UNTIL | OPEN ALL THE TRACKS 


PSM FiNAL Score: 


THE CONCEPT ISN'T AS FRESH, BUT IT'S STILL 
A MUST-HAVE FOR FANS OF THE ORIGINAL TITLE 


Decemger à 


REVIEWS | 


Mass Destruction 


Publisher ASC Developer NMS Software 
Type Shooter Players1 Rating T Discs 1 


arely has a videogame been so aptly labeled as 

Mass Destruction. The developer obviously 
patterned this game after classic shooters that put play- 
ers in a world where just about everything is trying to kill 
them, the only recourse being to blow up anything that 
moves. And that about sums up this title nicely! 

Rather than focus on complicated mission objec- 
tives and needless details, Mass Destruction sets play- 
ers in a wide-open world and basically lets them blow 
things up with their tank. Only occasionally is there a 
rhyme or reason behind the chaos. For instance, players 
may be required to destroy an object in the South, and 
then another in the North, but rarely do things get much 
more complicated than that. At most, the objectives will 
obligate players to rescue a hostage, or possibly not 
blow something up while they are destroying every- 


А The premise is simple: if it gets in your way, blow it up! 


thing else. However, these little objectives rarely get in 
the way of the true purpose of this game, which is to 
cause as much damage as possible. 

The graphics engine lets players see the fruit of their 
destruction by making nearly everything on the entire 
map a potential target. Players can revel in the pure 


action as they firebomb buildings, utilities, and even 
trees. Special power-ups are littered across the terrain 
that keep shields up and give players new weapons. 
Flame-throwers, mortars, high-explosive machine gun 
ammo, and many other weapons offer a wide variety of 
ways for players to create their own general mayhem. 

The graphics are a little too rough for a modern game, 
and control is often frustrating, which drops the title's 
score down a notch or two. The gameplay itself is solid, 
however. For anyone looking for a simple shooter that 
captures the frantic play of early videogames, Mass 
Destruction is a solid choice. 


> THE GRAPHICS AREN'T AS IMPRESSIVE AS THE GAMEPLAY 

D> THE MUSIC ADDS LITTLE ТО THE ACTION 

D> THE CONCEPT IS SIMPLE BUT WELL EXECUTED 

D> I'LL PLAY IT UNTIL EVERYTHING IN THE GAME IS A SMOKING PILE OF RUBBLE 


PSM FINAL SCORE: 


‘THE GAMEPLAY IS ADDICTIVE, BUT THE EDGES ARE ROUGH 


Need for 
Speed: V-Rally 


Publisher Electronic Arts Developer Infogrames 
Type Racing Rating K-A Players 1-2 Discs 1 


BEST. 

STAGE 00:25" 
GAP. 

iAP f 


A The courses are detailed, but could use a little more polish. 


-Rally has been a top-seller in Europe for quite 
some time now, so bringing it over to the U.S 
was a natural choice. To draw more attention to the title 
on this side of the Atlantic, Electronic Arts tagged it with 
the Need For Speed license—a curious move consider- 
ing that it's considerably better than any of the other rac- 
ers under the same banner. 

Before each race, players can choose between a 
variety of cars, each with its own specific attributes. 
These attributes are critical, as players must find the 
vehicle that best fits their driving styles. Players can 
change basic settings such as steering, gear ratio, and 
suspension, but this doesn't have a major effect on 
the gameplay. 

The track count in V-Rally is its single strongest fea- 
ture. The variety in tracks is almost staggering at times, 
with more than 40 different track variations. However, 
the developer obviously had to skimp on the visual pol- 
ish in order to include all these courses. The courses and 
environments are adequate, but they are simply not as 
well designed as those in other racers. This lack of pol- 
ish is most obvious in little graphic glitches along the 
edges of the tracks, and with the pop-in that rears its 
ugly head from time to time. 


For many gamers, all this is irrelevant, because a rac- 
ing title lives and dies by how it feels. In this area, V-Rally 
is strong. The control is a little tight for rough track rac- 
ing, but it's a welcome alternative to games that seem- 
ingly confuse off-road racing with “ice racing.” 

Another strength of this title is how the computer 
Opponents react in tight racing situations. The Al com- 
petes aggressively, like a real driver fighting for position 
in an intelligent, but cutthroat, manner. The tight con- 
trol, intelligent Al, and track variety in V-Rally help make 
up for its rough graphics, but together they simply 
aren't enough to raise it into the upper echelon of Play- 
Station racers. 


D> THE GRAPHICS ARE A LITTLE ROUGH ON THE EYES 
D> THE MUSIC IS BEST WHEN TURNED OFF 

D> THE CONCEPT IS SOLID FOR A RACING GAME 

D> I'LL PLAY IT BECAUSE | LIKE THE CONTROL 


PSM FINAL SCORE: 


МОТ THE GREATEST LOOKING RACING GAME, BUT IT'S STILL FUN 


Таш Boarders 2 


Publisher SCEA Developer Uep Systems 
Type Snowboarding Players 1-2 Rating K-A Discs 1 
E ool Boarders 2 is something of a mixed bag. 
Parts of it are just so much fun you can't stand it, 
while others are just all right. It's this wide difference in 
the game's features that makes it so hard to pin down. 
Much of the sequel suffers from the same problems 
as the first Cool Boarders. The graphics haven't really 
improved—the same wide, gaping polygon seams in the 
white snow are still present. The frame rate is decent 
during the one-player game, but it suffers considerably 


with two players. 
Most of the game is occupied by downhill racing: 


A Catching humongous air is what snowboarding is all 
about, and CB2 has plenty of air to catch. 


but why? Downhill snowboarding just isn’t that interest- 
ing. On top of this fact, the downhill track design is noth- 
ing spectacular, with long sections of practically flat 
ground. Fortunately, the jumps are exciting and add 
spice to the relatively uninspiring courses. And to its 


credit, Uep Systems has improved the game's physics 
over the first, making it more life-like. 

For the real meat of the game, you need to head 
Straight to the half-pipe mode. This was conspicuously 


absent in the first game, and 
is the single best part of 
Cool Boarders 2. Noth- 
ing beats catching huge 
air off the half-pipe and 
pulling off 1260-degree 
spins! It's perfect for 
practicing tricks, and it defi- 
nitely gets the adrenaline going. 
Forget all that racing stuff—the half-pipe is 
what snowboarding is all about! All in all, if 
you are a hard-core boarder, the half-pipe mode 
makes CB2 worth your time. 


D> THE GRAPHICS ARE STILL PASSABLE 
D> THE MUSIC IS EXTREMELY ANNOYING 
D> THE CONCEPT IS TORN BETWEEN DOWNHILL AND HALF-PIPE 
> ILL PLAY IT IN HALF-PIPE MODE UNTIL MY THUMBS FALL OFF 


PSM FINAL SCORE: 


SKIP THE DOWNHILL AND PROCEED DIRECTLY TO THE HALF-PIPE 


^ Decemaer —— M 9 ETE PSM 1997 à 
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Tomb Raider 2 


Publisher Eidos Developer Core Discs 1 
Type Adventure Players1 Rating T 


Imost a year has passed since Lara Croft 
entered the world of videogames and 
became a cultural icon with her epic adventure. 
Now she's finally back! Core started work on 
Tomb Raider 2 the minute the first game was 
finished, and it has an amazing amount of improvements 
over the already brilliant original. 

This time around, Lara is after The Dagger of Xian. 
It's supposed to be hidden in an ancient emperor's 
palace within the Great Wall of China, but the plot will 
lead you to several more exotic locations, including 
Venice, a sunken ship, Tibet, and more. 

Everything about TR2 is bigger. The levels are huge, 
with large open areas, and some even take place out- 
Side. There is also a wider variety of terrain to navigate. 
Besides the original cave and tomb stuff, you will get to 
explore a city, an industrial diving platform, and other 
diverse environments. Lara's house is even bigger, with 
access to its exterior and a new challenging obstacle 
course. Lara has a few new moves, and lots of little 


A With awesome environments like this one, your jaw will 
be dropping all the way through the game. 


tweaks to the original engine greatly improve on the 
control. She can now climb walls, do a half-twist in mid- 
air, and shoot a harpoon gun underwater. As far as 
weapons are concerned, she's armed to the teeth with 
everything from a trusty shotgun to an M-16 and a 
grenade launcher. She even has more outfits, including 
a wet suit and a parka. 

The level design is complex and creative, but not 
unfamiliar. There are no direct routes to anything, and 
you will have to solve many a puzzle to get from point A 
to point B. The enemies this time around are mostly 
human, although Lara still finds plenty of wildlife to 


shoot at. As for getting around, some levels have ve) 
cles, like a boat and a snowmobile. Both are totally fun! 
However, one of the best improvements in ТА2 is the 
ability to save anywhere—gone are the days of finding 
save points and repeating the same puzzles over and 
over. Hurrah! 

TR2 looks fantastic, with beautiful environments and 
an amazing variety of textures. The lightsourcing is dra- 
matic and impressive—flashes from your gun light dark 
hallways, and flares illuminate entire areas, even under- 
water. The one minor gripe is that some of the levels can 
become monotonous. You'll be running down a lot of 
hallways and opening countless doors with switches. 
Thankfully, the amount of level variety overcomes this 
complaint and helps keeps things fresh as you progress. 
No doubt about it, TR2 is one game you must have. 


D> THE GRAPHICS ARE SLIGHTLY BETTER THAN THE ORIGINAL 
> THE MUSIC IS MOVING AND MEMORABLE 

J> THE CONCEPT IS MORE FOCUSED THIS TIME AROUND 

> I'LL PLAY IT UNTIL | COMPLETE IT AND FINO ALL THE SECRETS 


PSM FINAL SCORE: 


ÎT WILL CONSUME YOUR EVERY WAKING AND SLEEPING THOUGHT 


Red Asphalt 


Publisher Interplay Developer Interplay 
Type Combat Racing Rating Teen Players 1-2 Discs 1 


А High-speed mass destruction is one thing Red Asphalt 
does right—but the music needs to go. 


he first thing you notice about Red Asphalt is 
that it looks like Wipeout with cars, maybe with 
a little Twisted Metal thrown in. The good news about 
this impression is that Red Asphalt is instantly associat- 
ed with two of the best games ever to grace the Play- 
Station. The bad news is that if you're looking for inno- 
vation and a new gameplay experience, you aren't going 
to find it in Red Asphalt. 

This isn't to say Red Asphalt is bad, by any means. 
The graphics, while a little grainy and reminiscent of first- 
generation PlayStation titles, move at a high frame rate. 
Although there is the occasional polygon clipping, the 
game has no draw-in problems to speak of. While the 
graphics won't win any awards, the futuristic back- 
grounds are interesting enough to look at and even fea- 
ture an animated element or two for variety. Nothing 
fancy here, just good, solid, functional graphics. 

That basic goodness also permeates the gameplay. 
The cars handle pretty well, so no irritating elements 
detract from the tried and true "race around the track, 
pick up power ups, and blast your enemy" gameplay. 


The ability to purchase cars and upgrade them is a nice 
strategic element, and with over two dozen tracks set on 
four different worlds, Red Asphalt has admirable depth. 
Where the title really comes up short is in its pseudo- 
techno/heavy metal soundtrack. This type of music in 
this type of game was a cliché a year ago, and these 
days it's as grating as elevator music. Otherwise, Red 
Asphalt is a decent game. Its only crime is that it seems 
overly similar to other games in the genre without adding 
anything compelling or new. But if you're tired of playing 
Twisted Metal or Wipeout for the umpteenth time, Red 
Asphalt may be just the game you're looking for. 


> THE GRAPHICS PERFORM BETTER THAN THEY LOOK 
D> THE MUSIC IS GENERIC ROCK 

D> THE CONCEPT HAS BEEN DONE BEFORE AND BETTER 
> I'LL PLAY rr unm | БЕТ My Wipeout XL BACK 


PSM FINAL SCORE: 


{parT Wieeour, | PART TWISTED. METAL, NO PART INNOVATION 


Rampage World Tour 


Publisher Midway Developer Midway 
Type Action Players 1-2 Rating T Discs1 


ЕВ verybody remembers Rampage from the 
arcades. It was a fun (if one-dimensional) game 


that made weekend nights that much more entertaining. 
But like most other things you did on a Saturday night 
with your friends, you outgrew it fairly quickly. Midway 
has revamped Rampage for the PlayStation with these 
cheap thrills in mind, but unfortunately the only people 
this new version will appeal to are the kids who have 
already outgrown it. 

The game is exactly the same as the original in 
premise. As a giant monster, you climb 2-D buildings and 
smash them to the ground, eating people and breaking 
things as you go. The graphics are as cartoonish as ever, 
and complement the style of the game well. However, 


A Smashing buildings and eating people may be fun, but 
the novelty quickly starts to wear thin. 


they don't make any use of the PlayStation's graphics 
prowess, and consequently appear dated. 

Some parts of the game still hold up, though. Eating 
people was always the most fun, and Midway has added 


new animations of the monsters popping the hapless 
victims into the air like popcorn. The monsters also have 
several new aircraft to swat their paws at. The controls 
are solid enough—just point your monster at a building 
and climb. Simple. 

Rampage World Tour is still O.K., but the premise 
has just worn thin over the years. Perhaps if Midway 
had upgraded the game to 3-D, with polygonal cities to 
smash, we might have been a bit more excited. As it is, 
it's like playing Atari Pac-Man on a Super Nintendo. Sure 
it can be done, but why bother? 


D> THE GRAPHICS ARE CARTOONISH AND COOL 

D> THE MUSIC DIDN'T IMPRESS, BUT DIDN'T OFFEND 

D> THE CONCEPT IS DATED 

D> I'LL PLAY IT FOR FIVE MINUTES—ANY MORE IS TOO MUCH 


PSM FINAL SCORE: 


А NICE TRIP DOWN MEMORY LANE, BUT ULTIMATELY NOT WORTH IT 


^ ғам 1997 ИУ калала алалла алалла алал лала алалла алал алала Decem&eR А 
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‘Fighting Force 


Publisher Eidos Interactive Developer Core Design 
Type Beat ‘em Up Players 1-2 Rating T Discs 1 


rom the outset, it was evident that Core Design 
had its sights set on rejuvenating the beat-'em-up 
scene with Fighting Force. Combining nearly every cliché 
attribute of the genre, Fighting Force starts off with a 
solid foundation on which to build. From the time you fire 
up the game until you beat it, there's no doubt that the 
developer has taken the lessons of past brawlers to 
heart. Guns, clubs, knives, thugs—it's all 
there. But while any brawler can throw. 
tons of weapons and enemies at 
the player, Fighting Force does it 
with style. Everything—from the 
varied cast of characters, to the 
enemies, to the stages them- 
selves—screams personality. 
Personality or not, a good 
beat-em-up is nowhere without 
tight control. Thankfully, Fighting 
Force delivers on this front, al- 


A Fighting Force may not revolutionize the Beat-'em-U| 
genre as much as we hoped, but it's still a pretty g 


title. 


though it might take you a few minutes to get used to 
navigating your character in three dimensions. The game 
doesn't fail to disappoint in its variety of moves, either. 
And harnessing the PlayStation's graphical prowess, 
Fighting Force does more than just suffice in terms of 
looks; it's easily one of the best looking games of its kind. 
Unfortunately, once you get past the personality, the 
snazzy effects, and make your way through the first few 
levels, you'll begin to realize the game's major flaw— 
you've played it all before. It's seemingly the fate of the 
genre; after a certain point, the action becomes increas- 
ingly repetitive, to the point that every level might as well 
be the same. In the case of Fighting Force, this point 
seems to arrive all too soon. 
While the ultimate product of Core's efforts might 
not take the genre to all-new heights in the way many 
аа hoped, overall it remains an enjoyable, although 
somewhat frustrating, game. Fighting Force is one title 
that any tried and true beat-'em-up fan should definitely 
look into. 


D> THE GRAPHICS ARE TOP-NOTCH 

D> THE MUSIC KEEPS YOU PUNCHING ALONG 
D> THE CONCEPT IS SHOWING ITS ABE 

> Vu PLAY IT UNTIL | BEAT IT 


PSM FINAL SCORE: 


€ LOADS OF ACTION, BUT DON'T EXPECT ANYTHING NEW 


A The action is fast and furious in Playmate’s latest shooter. 


MDK 


Publisher Playmates Interactive Developer Neversoft 
Type Action Players1 RatingT Discs1 


DK takes place in the future, after a neighboring 

alien race also has set up mining cities on Earth 
in the hopes of stripping it clean of its resources. You play 
the role of Kurt, the assistant to Dr. Fluke Hawkins. 
Orbiting the earth on the Doctor's space station, you 
notice the damage the aliens are causing. After donning 
a high-tech battle suit and an experimental helmet-gun, 
you head for earth to do something about it. 

At first glance, MDK's gameplay may seem a lot like 
other shooters (such as Doom). However, the emphasis 
is on stealth and patience rather than gung-ho assaults. 
Running straight towards your enemy will generally get 
you quickly killed. You need to bide your time, hiding 
behind walls and in the shadows, and use your helmet- 
gun. This is where a cool sniper mode comes into play. 

Hitting the SELECT button switches the game into a 
zoomable sniper view, which you can use to pick off dis- 
tant enemies with extreme accuracy. You can zoom in on 
enemies that are as far away as two game miles! To pro- 
vide such an accurate targeting system, MDK also has 
an extremely precise collision-detection routine. You can 
actually target areas as small as a character's eyes, 
which is an unprecedented first for a console system. 

MDK was considered a breakthrough title for the PC, 
so it's nice to see it appear on the PlayStation in such 
great form. Neversoft managed to add almost all the key 
elements of the original game, such as the vast number 
of enemies, cool light-sourcing, and the complete levels. 
The graphics are also something to be proud of. In addi- 
tion, MDK was designed with Sony's analog pad in mind, 
so you will have no problems dodging bullets and straf- 
ing enemies. 

MDK's only problem is its tendency to feel repeti- 
tious. The missions are different enough, but the game 
doesn't push you to learn any new skills. Sure, some 
puzzle elements will require crafty thinking and some 
split-second timing, but all in all, the game is only slight- 
ly above average. If you are a hard-core action fan, then 
MDK may have enough innovation to warrant a look, but 
those looking for something completely different will 
have to venture elsewhere. 


D> THE GRAPHICS ARE DARK AND MOODY 

D> THE MUSIC IS VERY ACTION-PACKED 

D> THE CONCEPT WILL INSPIRE FUTURE GAMES 
D> I'LL PLAY IT UNTIL | FINALLY GET BORED 


PSM FINAL SCORE: 


А COOL-CONCEPT GAME THAT IS DECENTLY EXECUTED 


MK Mythologies: 
Sub Zero 


Publisher Midway Developer Midway 
Type Action/Platform Players 1 Rating M Discs 1 


D ortal Kombat Mythologies: Sub Zero is the latest 
attempt to cash into the popular, but slowing, 
MK franchise. You play Sub Zero, the Lin Kuei ninja, as 
he progresses through eight different worlds, undertak- 
ing missions his clan has given him. You'll face a variety 
of challenges like dropping pillars, bottomless pits, mov- 
ing platforms, and plenty of token bad guys. While this 
may make Mythologies seem like your staple platform- 
er, the game does have one rather interesting feature. 
As you gain more experience, you can learn new 
special moves and attacks. Standard punches and kicks 


А MK Mythologies was a decent concept, but failed in the end. 


are the only attacks available at the start, but you will 
eventually be able to pull off Sub Zero's patented ice 
blasts and slides. It's this added "RPG-style" element 
that helps provide a greater depth to what would nor- 
mally be a relatively shallow game. 

The greatest fault of this title is the awkward and 
somewhat frustrating controls. And since tight controls 
are the basis for any quality platform game, MK 
Mythologies is flawed at the most basic of levels. The 
fighting system, brought over directly from the MK fight- 
ing series, also seems slow and nonresponsive, which is 
simply inexcusable. Another downside is the vast num- 
ber of buttons that are used for the simplest of tasks. It's 
ridiculous to use every button on the controller, when a 
more "compact" layout could have been devised. Why 
is there a need to manually adjust the direction that your 
character is facing? Why not have him automatically face 
the closest enemy or the direction you are moving? 

Still, the overall atmosphere is somewhat addictive, 
and the level designs are varied and interesting. The well 
done FMV segments also help move the storyline along. 
If you are a Mortal Kombat fan, then MK Mythologies 
will certainly interest you. Just be prepared to throw 
some controllers at the screen when you get frustrated. 


D> THE GRAPHICS ARE ACTUALLY PRETTY DECENT 

D> THE MUSIC IS NOT THAT INTERESTING 

D> THE CONCEPT COULD HAVE BEEN A LOT BETTER 

D> ILL PLAY IT UNTIL | SMASH MY PLAYSTATION IN FRUSTRATION 


PSM FINAL Score: 


А GOOD FIRST ATTEMPT AT A NEW FRANCHISE, 
BUT THE CONTROL NEEDS TO BE A LOT BETTER 
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REVIEWS 


‘Type: First-Person Shooter 
Publisher: Sony CEA 
Developer: Genki 

Release Date: 10/14/96 


The sequel to Kileak: The DNA Operative, Epidemic is 
50 a first-person shooter in which the player controls a 
lech. Only this time, you had to escape from a lethal 
rus instead of the usual bunch of alien invaders. 
;ipidemic Was а great game when it was released. It 
| featured cool weapons, neat lighting effects, and over 
10 different enemies to destroy. The overall atmos- 
phere of the game was top-notch, and the puzzles were 
retty decent, as well. 

Surprisingly, not that many quality first-person 
mech. shooters have been released for the Play- 
tation. Because of this, Epidemic still manages to 
tay near the top of its class. Games like Brahma 
orce may beat it in the graphics and speed cate- 
jories, but if you are looking for a decent budget 
shooter, then Epidemic is certainly still the way to go. 

. retails for less than $30. 


[Еш Score! ӨӨӨ 


Ever wonder how gi 
hits? Wonder no longer, 


PlayStation's clas: 
have what it takes 


Assault Rigs 


үре: 3D Shooter 
Publisher: Psygnosis 

Jeveloper: Psygnosis 
Release Date: 02/01/96 


From its Tron4ike intro movie alone, you could tell that 

"Assault Rigs would at least be an interesting title. The 
premise was pretty straightforward: pilot your tank 
across varying 3D environments and gather coins in 
order to move on to the next level. In the process, you 
had to battle some seriously high-powered enemy 
inks. Although this title was a great single-player 
‘game, the multiplayer mode truly made Assault Rigs 
ind out. You could link up two PlayStations and play 
some serious death matches. 


)wn. The graphics are extremely outdated, and they 
ke you wonder how you were ever impressed with 
game in the first place. And while the multiplayer 
de was fun in the game's heyday, it doesn't even 
‘begin to compare to the linked games of today. 
огей Core, anyone? 


ORIGINAL Score: OOOO 
[New Score? ОО 


‚| Today, Assault Rigs doesn't really manage to hold its | 


of the past would do if 
he 


mpared to today t 
1d dug out some of the 


oe if the 
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NHL Face-0ff 
үре: Sports 
Publisher: Sony CEA 
Developer: Sony Interactive Sports 
| Release Date: 11/30/95 


‘Since the beginning, Sony specifically focused its re- 
“sources on the sports genre. However, most of Sony's 
“in-house games were less than exemplary, so when 
NHL Face-Off was released, quite a few gamers were 
“surprised to find that it was actually pretty good. Aside 
"from the lack of a fighting engine, it had practically all 
_ the elements a hockey fan could desire: great graphics, 
| stats galore, and tight controls. And without an EA 
Д hockey game in site, Face-Off was the reigning king. 
These days, the sports genre is so competitive that 
Companies are now forced to improve upon every 
| aspect of the previous year's games. Thus, sports titles 
| have got to have some of the shortest lifespans of 
Games available on the PlayStation, and this is what 
| 'hurts Face-Off It's still a great game in its own right, but 
у spend $30 for it when you can get this year's ver- 
sion for a few bucks more? 


ORIGINAL Score: OOOO 
| New Score: GO 


acklog 
E ] 
H) ere are our ratings for some of 

the games released over the 
past several months. Check ‘em out 


for any titles you may have missed, 
or just to familiarize yourself with 


value alone—think of Backlog as 
“review calibration.” This way, you 
can really judge for yourself which 
titles to spend your hard-earned 
cash on, and which ones to avoid. 


Armored Core 000۵0۵01/2 

Battle Arena Toshinden 3 6601/2 
Brahma Force 0009 

Bushido Blade 0801/2 
Castlevania: SOTN 00000 
City of the Lost Children 6901/2 


Disney's Hercules ©©© 
Fantastic Four 1/2 

Felony 11-79 ООО 

Final Fantasy VII 660600 
Ghost In The Shell 6661/2 
G Police 0000 


Grand Tour Racing ‘98 0۵۵1/2 


Intelligent Qube 6601/2 


Jurassic Park: The Lost World 61/2 


Machine Hunter 6666 
Madden "98 ©©© 


Mechwarrior 2 QOO 


Mega Man 8 6060 
Mega Man X4 6600 


Ogre Battle ООО 


Power Slave 9000 
Poy Poy 0000 


Marvel Superheroes 0000 


Namco Museum Vol. 4 66 
NCAA Football "98 6601/2 


Oddworld: Abe's Oddysee 0000۵01/2 


Parappa the Rapper 00000 
Porsche Challenge 0600 


Super St. Fighter Collection 00000 
Syndicate Wars 9001/2 

Psychic Force ӨӨӨ 

Rage Racer 0001/2 

Rally Cross 6000 

Resident Evil Director's Cut 00000 
Rush Hour ©©© 

Soul Blade 66066 

Spider O60 

Steel Reign 009 

Street Fighter EX Plus Alpha 99001/2 


4, Сіоск Tower O00 Need For Speed 2 001/2 Suikoden 00009 
our thoughts on games. You dont Colony Wars 60000 NFL GameDay 98 00000 Tecmo Stackers 001/2 
have to take our ratings at face Croc: Legend of the Gobbos 6006 NHL Powerplay ‘98 6061/2 Time Crisis 0000 


Treasures of the Deep 6661/2 
Twisted Metal 2 0001/2 
Vandal Hearts ООО 

УМХ Racing 0۵1/2 

Warcraft 2 6661/2 

Wild Arms 66660 
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Get the point? Thi ( 
5 ors-a па system that can rattle your inner organs. It's 17 inches of 
| nd projection you'll ever drool « Bib sol oarately. 


Call 1-888-625-2876 to purchase the SA-VA7 speakers and you'll receive the Playstation” 
Я Underground" CD Magazine, a CD carrying case, and a Sony baseball cap. © ONY 


SRS jc Moto, Playstation and Underground are trademarks of Sony Computer Entertainment America Inc. Offer expires January 31,1998. 
— ©1997 Sony Computer Entertainment America Inc. ©1997 Sony Electronics Inc. All rights reserved. Sony is a trademark of Sony. www.sony.com/sava 


DON'T SHOOT 


Actual PlayStation Screen Shots. 


From 3rd person view, span Snap into sniper mode Start zooming in. 
the horizon for your target. with the flip of a button. 


With hundreds of enemy alien grunts and bosses waiting in ambush, 
saving the earth is an almost impossible task. Fortunately the revo- 
lutionary sniper mode evens the odds. Zoom in and target your prey 
from over two miles away. What was once just a speck on the horizon 
is now an enemy close enough to see the fear in its eyes. Whether or 
not it deserves to keep its head is your call. 


* Six new arenas designed exclusively for the Sony 
PlayStation™ game console. 

* An arsenal of unique and twisted weapons including 
bombs, grenades, homing missiles, parachutes, 
and much more. 

* 60 arenas spread out over 6 massive mining cities. 

* Full 3-D environment allowing 360 degree freedom 
of movement. 


Created by Shiny Entertainment, Inc. € 1997 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc. All rights reserved. 

" = PlayStation software developed by Neversoft Entertainment. Artwork and design © 1997 Playmates Interactive Entertainment Inc. 

PlayStation PIE™ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved. PlayStation and the PlayStation logos are 
™ trademarks of Sony Computer Entertainment Inc. 


„UNTIL YOU SEE THE 
GREENS OF THEIR EYES. 


Homing grenades. 


Ahh. Bullets or 
homing grenades? 
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IT THINKS, THEREFORE IT KILLS. 
AVAILABLE NOW FOR THE PLAYSTATION" GAME CONSOLE. 
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o, have you been good? You better have been, ‘cause old Saint Nick has had 

his eye on you all year long. Those elves of his can only put together so many 
PlayStation games in time for the holidays, and they've still got a warehouse full of old 
Atari Jaguars that they're just waitin' to unload on the naughty. Just remember, it 
never hurts to leave a few extra cookies out on Christmas Eve. 

For those of you on Santa's "Nice" list, you've got some major choices to make— 
like, which PlayStation games are you going to ask for? All year long you've seen the 
ads, heard the hype, and drooled over the store counter. You've picked up a few titles, 
but you're about to hit the jackpot—and you'd better be ready. It doesn't matter who 
you are or how smart of a gamer you are, everyone has gotten bad, stinky games in 
their stocking. You have to make a list, check it twice, and get it out to everyone in 


Fighting Games 


Y'know what's weird? If you sit down and think about 
it, there really weren't that many new fighting games 
released this year. Anyhow, a few really good ones did 
come out, including some old favorites and some inno- 
vative new ones. 


NICE: Street Fighter EX Plus 

That's right, Street Fighter has finally gone 3-D! The 
thing is though, once you start to play it, you realize that 
it's not that much different from all those earlier 2-D ver- 
sions. But if you like the 3-D flash, and don't want to 
miss out on the fast and tight feel of the good ol' 2-D 
fighters, then this game really delivers. 


NICE: Bushido Blade 

If you're a fighting fan, but are getting just a little tired of 
the same ol’ stuff over and over, try giving Bushido 
Blade a try. It's a radical departure from anything you've 
played before, with its realistic weapon combat and 
gruesome one-hit kills! A great two-player game, it even 
supports the link cable. 


NICE: Street Fighter Collection 
Sure, these games are old, but they're every bit as good 


T CHRIS LIBI 


C'mon, Santa! І been good all year! W 
Ж You're not still holding any of that stuff 
| 1 did at GamePlayers against me, are you? “all | 


1. Lara Croft's home 
“Hey baby, it’s Chris. Hello?” | 
2. Crash 2, and а giant Crash suit that | сап wear 
while playing (and while stalking Lara). 
3. A new Resident Evil 2 demo (I gotta have 
more zombies to kill!) 
4. A Sony Analog Pad with so much 
back, my hair stands up! 
5. One giant tub of Mountain Dew that I can 
soak in daily, to become more “extreme.” 


plenty of time to get the good games before they all run out. That's where we come 
in. We here at PSM don't want you to end up with crappy games—we know how 
much it hurts. You come racing down the stairs on Christmas morning, but when you 
get to the tree, guess what—VMX Racing. To help you avoid such a sad situation, 
we've compiled a long list of the nice games, plus a few naughty ones to avoid at all 
costs. For your convenience, we've split the games up into different genres so you 
can skip right to what you're looking for. 

Do yourself a favor and take our advice. You don't want to be standing in line at 
the local game shop the day after Christmas, trying to convince the guy to take back 
a copy Fantastic Four. So, check out the games, make your own list, and last but not 
least—have a happy holiday from all of us here at PSM!!! 


now as they were way back when. 
They're even better than most of 
today's fighters boasting "supe- 
rior" 3-D graphics! If you liked 
Street Fighter back in the old 
days, you'll love the arcade- 
perfect translations. And as 
part of the deal, you even get a 
special version of Alpha 2 never 
before seen in the U.S.! 


hone number... 


NAUGHTY: Dragonball GT: Final Bout 

If you're lucky, you weren't bad enough to land on 
Santa's Dragonball list, and he'll let you off with just a 
lump of coal or a switch. The “action” is dull and slow, 
the animation is as choppy as it gets, and this has got 
to be the fakest 3-D ever. On the plus side, if you're a 
fan of the anime, the intro cartoon rocks! Ugh. 


p" 


Platform Games 


While the platform genre is still going through some 
growing pains as developers make the move to 3-D, 
this year still saw some incredibly good titles. Once the 
undisputed king of the gaming world during the 8- and 
16-bit eras, the platformer is coming back in a big way! 
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1177 Crash Bandicoot 2: 
Cortex Strikes Back 

Crash 2 is a platform gamer's 
dream. The gameplay is deep 
and varied; there's lots oF 
extra hidden stuff to 
search for, and the graphics 
are some of the best ever on a 
home console. The first one had 
its problems, but the sequel is bet- 
ter in every regard. So even if the 
first game turned you off, you 
should still give Crash 2 a try. 


NICE: Mega Man X4 
Assuming that you haven't already been burnt out 
on the previous zillion or so Mega Man games, you'll 
really enjoy this one. The Mega Man games 
have been refining 2-D platform gameplay for 
10 years now, and you can tell that Capcom real- 
ly knows its stuff. This one's one of the 
biggest so far, and you can play through as a 
second character, so it'll keep you busy for a 
long while. 


NICE: Oddworld: Abe's Oddysee 

This one isn't a platformer in the traditional 
Sense, as it puts some cool new twists on 
the genre. While its roots obviously lie with such clas- 
sics as Prince of Persia and Flashback, Abe's Oddysee 
offers plenty of original ideas features. Puzzles play just 
as big a part as the action, so if you're a fan of mind-ben- 
ders, definitely add this one to your list. 


NAUGHTY: Jurassic Park: The Lost World 

Don't believe the hype—this game is dino dung. It looks 
great at first, with sweetlooking dinosaurs that run 
around and growl just like they do in the movies. But sit 
down with it for an hour, and you'll discover Lost 
World's terrible secret—someone forgot to put the 
gameplay in! 


Action/Adventure Games 


Action/Adventure is one of the fastest-growing genres, 
propelled by the overwhelming success of games like 
Tomb Raider and Resident Evil. Next year we're bound 
to see a ton of knock-offs based on those games, but 
thankfully, some cool new ideas are also on the horizon. 


NICE: Castlevania: Symphony of the Night 

Who said 2-D is dead? Konami goes old-school and 
kicks some serious 3-D ass with one of the best games 
of the year. If you liked the old Nintendo Metroid 
games, or just the old Castlevania ones, then you'll love 


this. You get a huge castle to explore in a non-linear for- 
mat, with hundreds ОЁ items to find and awesome 
action, A modern day classic. 


WCE Tomb Raider 2 

To tell the truth, Tomb Raider 2 isn't all that different 
from the first one, but what they have added really 
makes a difference. Mainly, the levels are much more 
varied, and you're not limited to just running 
around caves all the time. It has some other 
new extras too, but mostly it's more of what 
you loved in the first game, which is easily 
reason enough to get it. 


NICE: Resident Evil Director's Cut 

Resident Evil was a great game to 
begin with, and the added extras in 
Directors Cut only make it more 
enjoyable. It might be tough to 
shell out the extra cash if you 
already have the original game, but die- 


I've done my best to be good, 
although it's hard to keep ур with the s 
ultimate do-gooder reputation of the rest of the 

staff. I tend to live a bit on the wild side, but 
hopefully Santa will still bring me everything that 
I don't deserve but still want. 


1. My baby to be born happy and healthy. 
2. A new Vestax mixer. 
3. A very big wide-screen TV, the flat kind. 
4. A Wipeout XL motion-simulating 
arcade machine. 
4 5.Рессе on Earth, and lotsa cash! 
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hard fans of the series will get a kick out of the new 
stuff. And it comes with a playable demo of Resident 
Evil 2, to boot! 


NAUGHTY: Fantastic Four 

O.K., so this game doesn't really fit into this category, 
but we had to honor its standard-setting badness some- 
where. |... don't even know where to start, this game is 
so bad. It's like, the worst Acclaim-licensed stereotype 
you could ever think of, brought to life. You control 
members of the Fantastic Four, and you walk from left 
to right, hitting bad guys. ‘Nuff said 


Sports Games 


his is perhaps the most competitive area of gaming, 
with heavyweights like Sony and EA Sports leading the 
pack. However, despite the fact that at least a dozen 
PlayStation games have been made for each sport, 
there are some clear-cut winners. 


NICE: NFL GameDay ‘98 

he Mac-Daddy of all football games. Yeah, | know 
some of you pigskin fans out there still swear by 
Madden, and that's O.K.—they're both great games. 
But we've got to give the nod to GameDay. This series 
as been the most innovative, and the smooth polygon 
graphics make it the most realistic-looking football 
game ever! 


NICE: NHL ‘98 

Let me paint the picture: You've just gorged yourself on 
the big holiday meal, and now you, dad, your brother, 
cousins, and uncle Buck are all gathered in the living 
room watching sports. It’s a Kodak moment. Suddenly, 
cousin Jimbo suggests that you all multi-tap and play a 
hockey game! Everyone loves the idea, but guess 
what—no game. You should've asked for NHL '98. 


NICE: NBA In The Zone 98 

This pick was a tough call, because at press time, we 
hadn't played final versions of all the basketball games. 
But we figured that with the NBA season heating up, 
you'd want to know which hoops game to go with. 
Since we liked Konami's In The Zone 2 best last year, 
we're gonna go with /TZ '98for now. It's still a bit on the 
arcade side, but that ain't a bad thing. 


NAUGHTY: NCAA Final Four 

This one can be hard to resist, seeing as how it's the 
only college basketball game currently out there. But 
take our word for it and stay clear of this sad, sad game. 
The control is slow and painful—not unlike like a dull, 
rusty knife. The game takes the worst parts of every 
basketball title ever made, and even adds its own 
unique brand of badness. 


Driving Games 
You know you love 'em—you've been hopelessly 
addicted since Pole Position. But with so many new dri- 
ving games on the mar- 

ket, it's tough to 
tell the leaders 
from the rest of 
the pack. Here are 
a few of our sug- 
gestions. Each one offers a 
little something different... 
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NICE: Jet Moto 2 

Jet Moto 2 is all about crazy high-flying stunts, and it 
really excels as a two-player game with a nice split- 
Screen option. Just like in the first game, you get to race 
over both land and water, and use neat-o toys like grap- 
pling hooks and nitros. If you're into realism, stay away. 
But if you're into extreme, edge-of-your-seat action, 
look no further! 


NICE: Test Drive 4 

You've just gotta love this game! First off, you know this 
is a solid racer because the physics and control of the 
cars feel so great. The graphics are also done extreme- 
ly well—both the cars and tracks look awesome. And 
best of all, the tracks are set in real-world locations, like 
San Francisco, Washington D.C., and Kyoto, Japan. 
Super cool! 


NICE: Moto Racer 

We didn't realize it until we got in Moto Racer, but up 
until now there haven't been any other motorcycle rac- 
ing games on the PlayStation! Alright, there is Road 
Rash, but that doesn't really count. It's a good thing 
then, that Moto Racer really is good. It has bright, col- 
orful graphics, a smooth analog control, and both on- 
and off-road racing! 


NAUGHTY: VMX Racing 

Even in a field with few competitors, VMX Racing does 
not stack up as a quality motorbike racing title. In fact, it 
doesn't stack up as a quality racing title, period. Grainy 
graphics knock down a game that already has rather 
poor controls and extremely unimaginative track 
designs. Crashes seem to occur way too often, as well. 


Strategy Games 


Strategy games are finally starting to show up more 
often on the PlayStation, and luckily enough a vast 
majority of them are really good. Mostly ports of suc- 


cessful PC titles, these games will challenge your brain. 
power to the max and аге-а5 addictive as hell. 


NICE: C&C: Red Alert 

While Red Alert could have been just a straightforward 
port, the developers worked hard to make sure that the 
game was completely redesigned with the PlayStation 
in mind. Everything from the graphics to the sound has 
been touched up, and a new mode skirmish mode has 
been added as well. Add to that a two-player link option, 
and you have the best strategy game this year. 


NICE: Syndicate Wars 

Being able to play the role of the "bad guys" adds a 
unique twist to Syndicate Wars. Controlling a squad of 
cybernetically enhanced criminals lets players put their 
moral qualms behind them and destroy absolutely 
everything in their path, just to complete their mission 
objectives. Aah, mindless violence... You gotta love it! 


NICE: Carnage Heart 

Easily one of the most overlooked strategy games, 
Carnage Heart is both innovative and extremely deep. 
While difficult to learn, and nearly impossible to master, 
this title offers endless hours of gameplay to those of 
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Minm.. „1 feel that I have been pretty 
Good th this year. And while the huge numbêf, 
PlayStation titles coming out should 
meds ma con letely happy, І do have some 
items to odd fo my Christmas wish list... 


E 1. A decent port of Street Fighter ІІ on the PlayStation. 
б 2. Permission from Voyager's 7-of-9 to "beam aboard.” 
3. A playable version of Metal Gear Solid 
that сап call my own. 
4. A huge big-screen TV so І can play fighting 


25. A winning lottery ticket, so 1 could buy 
1 my very own arcade. 


you looking for a cerebral alternative to the standard 
videogame mayhem 


NAUGHTY: Magic: The Gathering 

This is one of the worst games to be released this year, 
in any category. Magic: The Gathering was just a poor 
attempt at cashing in on the extremely popular card 
game. It didn't have enough deck-creating options or 


games using life-size characters. | 


fun to keep. even the most hard-core. of fans addicted, 
which is;simply-inexcusable: 


Shooting Games 


Shull frigate reach starport its defence are likely to be repa! 
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From space-based combat titles to lightgun games, this 
genre seems to showcase some of the most impres- 
sive graphics and innovative gameplay features offered 
on the PlayStation. And while it may be tough to actu- 
ally find a bad one, here are a few of our favorites to 
help you out 


NICE: Colony Wars 
Psygnosis is finally getting back on track with the 
release of such quality titles as Colony Wars. The 
graphics are top-notch, as the game runs in high-reso- 
lution mode, and control are dead-on, especially when 
using an analog controller. You also get over 70 differ- 
ent space-faring missions and a huge assortment of 
different spacecraft to choose from. This game is a 
must-buy. 


NICE: Time Crisis 

Another great Namco title, 
Time Crisis ported over to 

the PlayStation extremely well. 
It has extremely sharp graph- 
ics and an innovative fea- 
ture never seen before 
in shooters—the abil- 
ity to hide behind 
objects. Combine 
that with new levels 
not found in the 

arcade and ап 

included lightgun, 

and you have an extremely good shooter. 


NICE: Nuclear Strike 

The Strike series has been popular since its days on the 
Genesis, and is now on its second incarnation on the 
PlayStation. Nuclear Strike takes all the basic elements 
found in the earlier Soviet Strike and adds new vehicles, 
improved landscape textures, and tighter controls. The 
missions are also more varied and somewhat longer, 
which should make shooter fans happy. 


NAUGHTY: Independence Day 

Another one of the those movie franchises that doesn't 
quite measure up, /D4 is just too simplistic and repeti- 
tious to be considered any fun. The game makes an 
attempt at being 3-D, but an "alien force field" prevents 
your plane from traveling very far. Sure, you can fly a lot 
of different planes, but every other aspect of the game 
is simply lacking. 
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PC GAMES A- LIS PC GAMER 82% 


ez empire 


PlayStation ACTIVE 


BRUN timeshock! 


bl Sory Computer Entertaiment nc 


RR RU 


RPG Games long. wait, Beautiful graphics, а. great midi soundtrack, 
and a compelling. storyline; helped create.a game that 
certainly .won't.be topped for a long. time to come. = 
Once again, Square. has-outdóne itself; Апа hey even | 
if you've NeVer,beenla realy Big OF OF RPGS, this one 
has so many cool extras and arcade elements that you 
should still give it a try! Otherwise, you just don't know 
what kind of fun you're missing. 


Onegai shimasu!!!! 


2. A playable version of PlayStation Tekken ЗШ 
The mecha from Speed Power Gunbike. 
2. Bloody Roar-like beast transformation powers 
(this cat's got claws, baby! Rhar!). 
4. Gundam’s sword. You lookin’ at me? 
5. The Tyrant's claw from Resident Evil. 


NICE: Wild Arms 

While the eternal debate between Wild Arms and 
Suikoden continues, PSM has to lean more towards 
the former. Better graphics, and a longer and more 
interesting storyline, helped edge Wild Arms above 
the rest of the competition. And while it may not be 
able to compete with FFVII, it does do a good job of 
holding its own. 


%, 


It seems that the RPG genre is finally getting its due. 
More and more companies are start- 
ing to take chances in bringing 
over some of the more pop- 
ular Japanese RPGs, 
which can only be good 
news for fans. Here 
are some of the bet- , 
ter ones that have 
been put out here 
this year... 


NICE: Vandal Hearts 

A lot of people may consider this more of a strategy 
title, but the overall feel of the game and the RPG-style 
fighting elements make it a natural choice for this cate- 
gory. It is not your traditional RPG, since the emphasis 
is more on fighting instead of exploration, but the story 
and character development are certainly still there. 


NAUGHTY: None 

Basically, all the RPGs released this year are extremely 
good. And considering how few PlayStation RPGs there 
actually are, we can't feel justified in not recommending 
one. In fact, the only title we would consider "bad" 


E Ё would have to be Sony's first U.S. release, 
ILI, LI » Beyond the Beyond. But that was a long [2 
Y time ago, and it isn't widely available now. 


NICE: Final Fantasy VII 
Unquestionably the best 
RPG to be released 
this year, FFVI was 
certainly worth the 


ж, 


arher cool games 


hese are those nutso-weird games that don't quite fit into any Poy Poy 

other category. If you're tired of the same old stuff, then you At least until Bomberman comes out for PlayStation next year, Konami's Poy Poy 
should give one of these a try. Some of the weird stuff is just... well, will reign as the multiplayer party game supreme. You and three of your best 
weird, but some of it turns out to be really good! buds get to run around a small arena, picking up stuff and throwing it at 
each another along the way. You can even pick up another player and 
throw him into someone else! What other game lets you do that? 


Parappa The Rapper 

You won't find another game like this one anywhere else. It's 
innovative, it's hilarious, it's just plain fun. C'mon, don't be a 
stick in the mud! If you're worried about keeping up your 
super-cool image, you can play Mortal Kombat when your 
friends come over, but dig Parappa out after they've left and 
have some real fun! 


Super Puzzle Fighter ІІ Turbo 

One of the more interesting Capcom games released this year, 

Puzzle Fighter combined a rather unique puzzle game with 

super-deformed characters hailing from the Street Fighter and 
Darkstalkers series. But don't let the cute graphics fool you, as 
this game is one of the deepest puzzles games you will find 
Monster Rancher 
You can't get any weirder than this one. You play the 
role of a monster breeder responsible for teaching 
and raising a creature of your own creation. By 
using different music CDs, you can actually create 
completely unique creatures to call your own 
Then you have to train them to fight against other 
local, home-grown monsters. 


Intelligent Qube 
An interesting approach to the puzzle genre, /Q takes the 
traditional style of puzzle game and throws it into a full- 
blown 3-D world. You take control of a little guy who goes 
around charging up various blocks in the hope of disinte- 
grating them before they crush him. It may not be as cutesy 
as Puzzle Fighter, but it sure is as addictive. 


ЕлрРӘ HOLIDAYS! 
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PlayStation and the PlayStation logos are trademarks 
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PlayStation 


+ The fastest killing machines in the world. 
+ 45 lethal missions. 

+ Huge 3-D worlds. 

* Customizable weapons and armor. 

+ One- or two-player combat. 

+ It's enough to excite any would-be assassin. 


Е EA шш = 
DEEP SEA MULTI-PLAVER 10 TOTALLY DIFFERENT У ЖАДИ) SWARMS, MAGNETIC SUCKERS, 
GAME MODES. HULL-CRUSHING ENVIRONMENTS. DEPTH CHARGES AND MORE. 
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This is what they really mean when they talk 227. 
ahout totally immersive gameplay. Take а dip in 
these sub-infested waters for a spot of nuclear j T 
fishin’. 12 subaquatic psychos want to send you 


down and they've ot the torpetioes tigrove ЇЇ A 25, 
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Publisher Capcom 
Developer Capcom 


Cast AWAY 


While the magic spells іп ВОР may not look as 

impressive as those in FFVII, they still look great. 

ч However, it takes time for a spell to activate after 

it has been cast, during which time the character 

can't act. And since your characters are greatly 

vulnerable to attacks while they are performing 
spells, it's not always the proper course to take. 


A As characters аге preparing to attack А ...But if can be well worth the risk, as a. 


with a spell, they will glow with a sort of powerful spell can completely wipe out 
energy ball. While this is occurring, they your opponents in no time! You won't 
are very open to attacks. even have to get your hands dirty! 


Release Date ПІ ‘98 
Type RPG 


THE STORY 
UNFOLDSans 


The Breath of Fire series has always 
relied on a good storyline with a 
strong cast of characters. In this latest 
sequel, you play the role of a dragon 
that has recently been released from 
suspended animation. Not knowing 
what has happened to your family, 
you embark on a journey to learn 
about your past. Fortunately, you will 
also come across some companions 
that will help you out in times of need. 


LV 2£C€ BE 
LV 2%С BE 
LV БЕС HE 


PREVIEWS 


We ap as 
HE i 


ee MUNI SR Ln an eas ы -— х ғ УС 
\ You start out the game as a dragon trapped in A Not knowing where you are, you roam around Once again trapped, you are placed on a train Luckily, you are able to escape and, with your 
а giant crystal, but you are freed with the help of the caves trying to find the exit, but are ultimately that will transport you to the local town for study. new-found friends, start your long journey. Only 
the local miners. captured by the frightened residents. now you assume a more human form. 


THE STRANGE DMOOBSmmw 
TEPE? р momo 


Momo is a scientist who 
ancient machinery and ore. 
can be bur but s 
very cheerful and brings 
jood luck. In a 

ight, she packs. 

quite а punch 

with her bazoo- 

ka, but her 


Even though he locka ai 
rough, Garland is 
honest and right- 

. He 


martial artist with his 
spear techniques. 


iple characters... 


The characters and complex storylines are at 
the heart of the game. Here's a quick look at 


с 

5 

5 REI 

ЕЙ Rei is a tiger clan thief 
5 «еа Ryu’s life as a ct 
Rl теп became his partner 
ЕЙ grew older. He has a mild 


long with 


it’s pretty 

for average 
emies to sneak и 
and catch Rei 

a surprise attack. 


A thief like Rei, Te can 
times be out of соп] due 


tures. Te is an 
orphan and has 
ыт! по idea about 
хе? his past, or even his race. 
He is very skilled at 
fighting, and also uses 


Breath of Fire Ill requires a lot more character interaction than in most RPGs. Almost everyone you come across will provide 
key clues or helpful tips. You will need to speak to all of them if you hope to discover the whole truth about your past. 


Sony CEA December 
Sony Interactive Action/Adventure 
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PREVIEW N\ 


ro does some soul-searching 


will travel to Medieval Land, the Street Level, the 
cessful comic book series Savage Level, and The Tower of Hell, where the 
by Todd McFarlane, Spawn: The емі Malebolgia keeps Spawn's soul. 
Eternal takes the fan-favorite While fighting seems to play a major role in the 
hero and places him into a true Gameplay, Sony has promised that Spawn will 
3D interactive environment. also feature a more exploratory feel akin to Tomb 
You will be able to take Raider. The player will spend a majority of the 18 
Spawn through differ- levels exploring the environments, looking for 
ent time periods, power-ups and clues. When Spawn does come 
each of wh (055 an enemy, the camera automatically Ш 
features а hes to a side view to present а more tradi- ` 
ferent looking Spawn with new pow- tionaHooking 2-D fighting game. 
ers. When the game first If Spawn can successfully fuse quality 
starts, you find yourself fighting with the exploration that 
in Hell's Orchard, the 
main path into Hell. 
From there, you 


ased on the highly suc- 


During the fight sequences, Spawn 
can switch between two different 
forms. While both forms share the 
same basic attacks, they do differ in 
some of their special abilities. 


Upon entering a fight, Spawn's cape will 
automatically appear and can be used to 
‘attack your opponent. This "Cape Spawn" 
form also allows for the use of magic, such: 
as healing spells and fireball attacks, 


Orbs endow Spawn with new attacks ‘Switches like these are located through- E i 
secum abilities, They can be ex- out the game's numerous levels. They will need some dead-on jumping abilities if you hope to 
frei useful in a fight. unlock sealed doors and passageways. nab some of the more carefully hidden power-ups. 


By hitting the R1 + R2 buttons, the player 
can change Cape Spawn into “Chain 
Spawn.” His cape be replaced by a chain 
that appears around his waist. Most proba- 
bly, this chain can be used in some form of 


THE TWO FORMS OF SPAWN 


З 


The camera plays a very important role in ECCE, ө Subway Level is the first place you Wil. 


Spawn. You wil often have to adjust he view опе door, which leads fo the Street Level. visit in your quest t seems to be intended as a special attack. 
high or low, to look around for things you Once thot is complete, other doors will open ° kindof training area, as nether the enemies 
might otherwise miss алапа access tothe two other time periods. or puzzles are that difficult fo overcome, 
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SPELLBOUND MONSTERS 


While the spells in Tactics 
don't quite match the 
flair of those in FFVII, 
they are still quite 
breathtaking. And 

they don't take as 
long to cast!!! 


A As in real life, characters who аге 
standing on higher ground, like a roof, 
can attack a wider area. Position a bow- 
man up high and he can take down a 
small army with little effort. 


1 МА А | As! = 


Final Fantasy gets a new strategic facelift 


A This monster of the deep is extremely pow- 
erful against those characters who rely on 
fire-based attacks. 


“Vellow-green panels are the АК 
affect эге. Attacks come ша 779) 
affect here. 


M 
› 


fter releasing such a hugely popular RPG as Final Fantasy VII, you have to wonder 

" what Square could do for an encore. Sure, there is always the inevitable FFVIII, 

but gamers need something to tide them over until then. Thankfully, the friendly folks at 
Square seem more than happy to help us out—with Final Fantasy Tactics. 
The largest difference between FFT and other titles bearing the Final Fantasy name is 
the strong emphasis FFT places on battles. The typical Final Fantasy game requires little 
“battlefield” strategy, and has a relatively simplistic combat engine. Tactics is the complete 
opposite—the whole focus of the game is on the battles themselves. Consequently, the 


combat system is very in-depth and adjustable. You now have to worry about such impor- At first, the comple SUES ке the, fight A When you choose an option 59 “movement” 
tant elements as troop placement and resource management. Scene тра muc a аскыр, You fo rege of e КЕ appear to show 


Another key difference is the battlefield itself. In Tactics, battles are fought in a true 3D 
quarter-view environment separated into square grids. Some of the battlefields get as large 
as 16-by-16 grids, which should provide for some truly gar- 
gantuan battles! Gamers will also be able to rotate the 
camera to get the best possible view of each specific 
combat situation. The environments have varying 

levels of terrain, so the general rule of a "safer 
higher ground" is completely appropriate 
Characters on a hilltop will have a higher attack rat- 
ing than those at its base, which indicates how 
troop placement plays a very important role. 
Natural "barriers" such as trees and rocks alSO 4 if you successfully defeat your opponents, A Before starting a major battle, the players are 
come into play, as characters can use them to defend your skills and experience will increase. Also, | allowed to choose their general positions on the 


against virtually all forms of attacks. Sounds cool, huh? [р о» wi coma Se qe n rin bas Ка pie creas 


Y As usual, Square 
put a lof of time 
into designing the 
game's numerous 
3D environments. 


THE HEROIC TRIO 
4 А hero in his own 


Square has always invested а lot of its ^» The third son of a very Wi aa only fifteen years of right, пано! is өс. 
energy in developing its games’ main Pipes win anil ii kt of responsi ends. During the 
characters, and Final Fantasy Tactics is аку bipes не! the ri ) ! And ке н ш ч Loy We t Vues 
3 at M abduction cess Б а rival tami- x Á T est lishes himsel 
no exception. In fact, it's possible that Gvelia. His desire to ~ a iy eventually caus- ae) as a true patriot 
the character designs in Tactics are раме на онр even- ef \ R es mrs. ^ ond eventual, 
actually better than those in FFVII, bere r \ Y MW the Lions, — Р dii еве ита е war 


along with the background story... 


Laugh while you frag, from 
Hollywood to outerspace! 


Bag some aliens with over a 
dozen hi-tech weapons! 


An all-out overload of 
non-stop carnage! 


DUKE NUKEM: TOTAL MELT DOW, 


(Іше! s in town. And there's nothing һе hates (поте ап 
“ай army of alien punks crowding his space /J4 levels 


N 


8-7 of freak-smashing 3D mayhem should see td it. 
Aa Gigantic "guns! Gruesome enemies! Total interaction! ~ 
ее Li ' And allot devastation! uim mess E The Man! ° % 
f = OS" seas тсе З Ø 
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Duke Nukem; Tol oltgown"™ ©1996, 1997 3D Realms. AI в Reserved Duke lem B^ 61996,1987 30 Reins, Ai ils ead T is a trademark Bnd thé GT Logo is a registered. 
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mus T and bigger bosses 
for a fun-filled fragfest! 


Earthquakes, exploding buildings 
and working subways! 


HEEE ма 
Four-player, split-screen 
Dukematch action. 


DUKE NUKEM 64 


\ From L.A. to the moon - 32 towering levels of 
100% interactive carnage! On film sets, in bars, on 
Moving subways...no hutt-ugly alien is safe from the 
wrath of Duke! Grenade Launchers. shrink Rays. 
Hardcore 3D action. And graphics to kill for! 

Duke's coming to take out the garbage! 
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Publisher Electronic Arts Release Date December 
PREVIEWS Developer Electronic Arts UK Type Action/Driving 


LETHAL ui 7 | Е 
LOCATIONS Á 1 


As what can best be described 
as Spy Hunter meets Twisted | | 
ev aT Get revenge, апа maul a few p 
Auto Destruct takes you and f 5 
your high-tech wheels оп a raditional driving games? Boring. Or at 
globe-spanning quest for re- pack of "driving-meets-combat" ti 
venge through the likes of New around. Inspired by success stories like Twi 
| York, London, and San Fran- own entry into the fray—a high-speed, 
cisco, But this is no joy ride, and Auto Destruct places you in the shi 
good that you the murder of his beloved wife and 
as the Disciples of Lazarus. Rathet 
his own hands, aligning himself : 
leges—in this case, you pum 


here's a lot of ground to cover in ‘the g 
explorable city streets, and ramming 
ing mission objectives, and causi 


4 It might look cool, but 
being ripped орой bya 
laser battery most definitely And the streets are filled 
is not he way © 9° with pesky pedestrians to 
get in your way (heh, heh!) | 
There's no doubt abou 
it—driving and action 
hand-in-hand. After al 
lions of gamers can 


right? We'll find 
Auto Destruct 


Yo! This is Fat Tony here. ve just about had it 
with this Lezerus punk! We should gether my best 
'Il elp you go and kick lis ass! 
‘on your mission objectives 
each stage. 


> Sorry, but 
no points are 
awarded for 
running down 
the pedestri- 
ans. What, did 
you think this 
was a trans- 
continental 
death race? 


А The cockpit view, for when you want fo g 
Up close and personal with the action, 


» Thanks to 
the game's 
realistic colli- 
sion physics, 
^ Who says ДУУ tunnels are only үш can ell 
trains? Just make sure you aren't e into the 27” > - 
on the wrong track! d pa ys are / Nah, йз the Eus fal Pulling the view back a little 
— ЕЕ c: ет view. Hey, you really сап better i 
yoy up into f 5 pedo house) j from here! you're running into! 
е airl 5-2 
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Measurements: 
36-24-36 
Occupation: 
Rave D) 
Fighting 
Technique: 
Pi-Kua Kung Fu 
Home Turf: 
The Streets 


Loads of cool characters 
and environments 


Endless hours of 


unbelievably fast gameplay 


Tons of kickin’ 
alternative rock tunes 


Join the Braw! in November 


www.thq.com 


Visit your local retailer or call 


n 1-818-225-5167 ї 
PlayStation 167 for orders only 


Versus © and ™ 1997 THA inc- PlayStation and PlayStation logos are 
TM jj trademarks ot Sony Entertainment inc. Al righs reserved 


WE VE REGUL T Hin. ABE HWI STRONGER.. 


X: Enter The Gecko. 
tee explosi ely new, 


parody. Take that 
James Baund, 
Fredrico Cruger 
Mr. Lee 
gal weasels 
require us to 
. Бе vague)... 


t ae info, visit our websit; 
, and the GEX character are tra cie D Crystal Dynamic: 


© 1997 Crystal Dynamics. All rights reserved. 
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Publisher Electronic Arts Release Date January ‘98 
Developer The Neverhood Type Action/Platform 


He may not look 
like a hero, but don't 
judge a book by its cover. 


y good platform game needs a bad guy to put thi 


To be truly 
evil, a bad 
guy must 
have a plan. 
In this case, it's 
a really 
weird plan. 


eo 
B Alo 


Traditionally, the best villains always seem to somehow command i 7 
the respect and worship of their army of brainless minions. — 
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OFFICIAL RULES 


NO PURCHASE NECESSARY 

1. TO ENTER: Enter by hand printing your name, age, address, and zip code on a postcard, with first-class postage 
affixed to: Courier Crisis Bike Giveaway, GT Interactive Software Corp., 10 East 40th Street, New York, New York 
10016. Limit one entry per person. Entries must be received by December 15, 1997. 


2. RANDOM DRAWING: Winners will be selected in a random drawing on or about January 2, 1998 from among 
all eligible entries received by GT Interactive Software Corp., whose decisions are final. AI prizes will be award- 
ed. Winners will be notified by mail on or around January 9th, 1998. Limit one prize per household. 

Odds of winning will depend upon the number of eligible entries received 


3. AVAILABLE PRIZES & APPROXIMATE RETAIL VALUES: 151 prize- The Karakoram. Approximate retail value 5850. 
2nd prize- The GT Tour 98: Approximate retail value 5750. 


4. GENERAL RULES: Open to U.S. residents. Employees of GT interactive Software Corp. and GT Bikes, its affi 
ates, subsidiaries, advertising and promotion agencies and their immediate family members and/or those living 
in the same household of each are not eligible. Void where prohibited by law. No substitution by winner or 
transfer of prize permitted. All federal, state and local taxes and any applicable sales tax are the sole responsi- 
bility of winner. All federal, state and local laws apply. Sponsor not responsible for lost, late or misdirected 
entries or entries not received in time for the random drawing, or tor incomplete, lost, late, damaged, illegible 
or misdirected mail. Selected Prize winners must execute an Affidavit of Eligibility Release of Liablity/Pubiicty 
Release Form within 15 days of attempted notification, Noncomoliance within this imeperiod may result in 
disqualification and an alternate may be selected. GT Interactive Software Corp. reserves the right to substitute 
prize of equal or greater value. Acceptance of prize constitutes permission to the sponsorand i 
use winner's name and/or likeness for purposes of advertising and trade without further comp 
prohibited by law. Recipients of prizes assume ай liability for any actual or alleged damage or inju 
participating in this sweepstakes or use or redemption of any prize: 

By participating in this promotion, entrants agree to be bound by the Official Rules and the decisions of the 
judges. Sponsors are not responsible for any typographical or other error in the printing, the offering or in the 
announcement of prizes. 

j; WINNER'S LIST: For names of winners, send a separate, stamped, self-addressed 
(#10) envelope to: “Winners! Courier Crisis Bike Giveaway", 16 East 40th Street, New York, NY 10016. 
Winners list available after January 9, 1997. 
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Win a Free pike! 


Feeling lucky? Play Courier Crisis”. Then come back here. 


Still feeling lucky? You should be. 


You just survived a 3D urban cycling, merciless 


gauntlet of hurt. You must be lucky. 
Now stretch your luck 
to the breaking point. 


Find out how lucky 


a couple of 


punks ean be. 
JST "ew 
prize 


THE MOST RADICAL 
OF MOUNTAIN BIKES. 


Я From its full 
4 CRMO GT triple triangle design frame to 
its Shimano 8-speed shifting 
system, the \ has 
“front of the pack” written 
all over it. A production 
steel mountain bike that 
totally performs. 


Big air is reserved for few riders, and even 
fewer bikes. After all, ramp riding 
takes its toll on unworthy 
equipment in no time. 
The is the best 
ramp bike available 
for all take-offs and 
landings. 
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every single NCAA 
Division I team included, 

Gamebreaker really delivers, no 
matter who you root for! 


The editor isn't the best one out there, 
but it’s still a nice addition to a great game. 


“He's too 
small for the. 
NFL,” were the 

last words of 


|t must be nice for the developers of Gamebreaker to inherit the 
best football engine ever made. All they need to do is put in col- 
lege plays, fine tune the Al, and texture-map every Division One uniform. 
And they ave done just that, not to mention adding a few new gameplay 
twists that could make Gamebreaker even better than Gameday. 

The big difference between: college. and pro football is the triple-option. 
It makes for great videogaming, especially when it's done as well as it is 
in Gamebreaker. The animations and control аге impeccable, and the 3D 
players really let you pick a hole and then pitch to the back at the last sec- 
ond. The passing game is also much different, with a lot more bumping in 
the coverage and the occasional wide-open receiver. One of the only flaws 
іп Gameday has been fixed, as well—now you can actually intercept a 
pass! No more frustration as the ball bounces off your defender's hands! 
If you time your jump right, you can pick off a pass and head back the 


Throw the ball into coverage and the defense 
will make you pay with the pick! 


other way, which is of course, as it should be. E 
Another new feature is a play editor that lets you create your own smart pass. 
plays to try to stump the excellent defensive Al. You can also flip all of the pde 
plays or even vary the formation, giving you the largest playbook of any into coverage, 
football game out there. but HORT 


The incredible Gameday graphics are here, 
as are the wrapping tackles. 


Gamebreaker still has some bugs, and the Al isn’t in place yet, but the 
early version we've been playing is already the best NCAA game available. 


| TX 1 FT E چ‎ Se 3 ا ا‎ Y The only problem with the triple- 
L Y Or you can take it back to the i option is the occasional errant pitch 
І 2 ae right with the QB. = Я that can screw ор everything. 
PLAY: 


pee of 


4. You can give it to the full back to К A ...And at any point you сап 
the left for a quick : n toss it to the halfback for a 
PRENNE ашыра ШЕ SRE 1 sprint down the sidelines. 
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Publisher Activision Release Date Winter ‘98 
Developer Activision Type Action 


B 4 y making use of multiple screens, 


Pitfall for the 2600 was extremely 
innovative. for its time—a God-send in 
those early "one-screen" days. Activision is 

‘fesurrecting Pitfall Harry for the 32-bit era, and 
while his environments may look a bit different than 
the flat 2600 ones, his enemies are still pretty much the same. 

The focus of Pitfall 3-D seems split between action and adven- 
ture, with both traditional platform elements and combat. The scor- 
pion has returned from the original game, and Harry also has 

some new enemies, including snake women, gaseo 
Air Djinn, and hardened lava Magmoids. 


S sections. It even has bonus lev- : " А Those campfires are back—doesn't any- 


ich wil You ri 1 CN one remember what Smokey the Bea 
els, one of which will have you rid- 5 : = а er г 


Scattered throughout the дате 
8 2 you'll find these health refill Eus 
A Pitfall Harry is back, г К Р fions, which соте in quite handy. 


nd he’ to : ; 
grind! ouch) This. 25 he's with a little work, Activision 


paneres, could have a winner on its 
beautiful 5 
hands with Pitfall 3-D. 


А I don't remember this in the original game! 


Activision has gone to great lengths to bring the old Atari Pitfall up to date, to match 
other modern 3-D games. Let's take a look at the upgraded dangers: 


 c-— | _ 


= 2 


Ahh, memories.. Videogames certainly have — П ion (which appeared in the very first 
come a long way, haven't they? Pitfall) I: back, cheer than ever! 


А Here's the stat line on 
new adventure: 

It wouldn’t be much of a Pitfall game without a Vines are an integral part of the game, and 20 levels, more than 20 
zillion giant pits for you to leap over, now would if? since its in 3-D, you can swing in any direction! enemies, and more than 
250 frames of animation 

for Harry. Whew! 
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Publisher Acclaim 
Developer Probe 


Release Date March ‘98 By 
Type Action/Adventure | 


59 iding on the successful movie franchise, Acclaim hopes 
to make this latest Batman title a truly unique action/ 
adventure. The first thing you may notice is that the game is now 
completely 3-D, which should help provide a more life-like Gotham 
city. But that change is only the beginning. 

Players will be able to choose between the movie's three 
heroes: Batman, Robin, and the unfortunate Batgirl. Choosing the 
right character to challenge a villain is crucial—you'll want to use 
Batgirl to fight Poison Ivy, as she is resistant to Ivy's "charms." 
Another cool aspect of Batman and 
Robin is the fact that the gameplay 
is time-based. The action takes 

place over a three-day period, 


Three against one? Doesn't seem 
fair—for s, that is. 
Arrive at a crime late and you'll 
have to fight your way back out. 


A It looks like Probe may have used the actual background blueprints from the 
movie, as a lot of the locations closely resemble their cinematic counterparts. 


BATMAN, ROBIN and all related 
== characters, names and indicia are 
] | trademarks of DC Comics © 1997. 


and things you do early in 
the game will affect the 
outcome of future 
events. For exam- / 
ple, if you discov- / 
er that a crime 
will be going 
down some- 
where in the | 45 а 
city, then you IST 
can get there 
early to trap the bad guys. 
However, if you arrive too late, the WY 
criminals will be long gone. \ 
We can't tell how good the game 
will be just yet, but so far it looks to // A * 
be going in a good direction. 


Aw, yeah—the coolest ride in Gotham. 
Sure, it's armed to the teeth with all sorts 
of crazy weapons and gizmos, but we all 
know the real reason to drive it—as Val 
Kilmer put it, “chicks dig the car.” 


You'll spend a lot 
of ime exploring 


| Some of the buildi 

do explore wie po 
tected by security ТӨЛЕ LG са ome көбін 
Its important that you your haste to get to a crime scene! 


күз dre oim 
without being detected. 


You can't have Batman without his signature vehicles, so Acclaim made sure that pretty much every car and bike featured in the 
movie will also be making an appearance in the game. You'll need them to get around the huge landscape of бой City. 


- The characters all have their own share 
^ E of unique attacks and special moves, which 
a you wil have to learn Viel iae 
Оз 00) defeat the more troublesome villains. 


A When playing as Batman (as nearly everyone 

will, you have full access to tho Batmobile and oll 

its equipment, which includes a very useful link to 
City Crime Database. 


4 Robin's motorcycle is not as fast as the Bat- 
ed but it has Cat ke Mee deal This 
is extremely helpful when you are сі crooks 
КОККО fai recs of feels in tes Sty 


ale not i Eel or as maneuver: 
as Robin's bike, but Batgirl’s motorcycle may 
still have some useful features. Unfortunately, 
those were still under wraps at press time, 


m 1887 СИИИ م ق‎ Күн Decemaer А 


“Suit me up, Uncle Alfred!” 
robably one of the less-liked EE 
fe the the movie, but you'll need her abili- 
ties to survive Poison Ivy's onslaught. 


TWO WORDS: 


Stay alive wi 
Take on desert d Ma Powers а тү 
Ning sky levels, Youn Croak and Supers tongue, 


шуе п 
| ve never seen Frogger like ы 
R ж E ۳ 


_ Avoid отр ай, GC 
ШЕШЕ snakes, biting [o and 
unch of other brand new e 


www.frogger.com 


HASBRO 
Interactive 


є = 
PlayStation 


161997 Hasbro Interactive, ік. Frogger is а rodemark of Konami Co, Ld. ©1981 Konami. М Rights Reserved. PlayStation ond the PlayStation logos are trademarks of Sony Computer Entertoinment Inc. Windows and Windows95 are trodemorks of Microsoft Corporation. The ratings icon is o trodemark of ће Interactive Digitol Software Association. 


Acclaim January 
Probe Racing 


© PREVIEWS 


Each track in Super 
Motorcross has two 
variations. Normally 
one of them will 
have nice, dry 
weather, while the 
other will feature 
more hazardous 
conditions such as. 


н fain or Snow. 
The normal version of the farm track takes ^ The Seda version req 
day, when the sky is sunny race during dusk, when ihe tain is peat 
nice and dry. However. down. The muddy road hurts control, 


You can really take flight on the tracks that feature numerous jumps. Get 
the timing right, and you can sail past your opponents with ease. 


= 
1 | Caen гар Out of all the new motorbike games їо 
W | „ш | 7 hit recently, Acclaim's title looks to be 
ang one of the best 


Super Motocross has its share of 
camera views to switch between, 
as any good racing game should. 4 


| j 
VILI URL 

ШІМ 

T he PlayStation has started to get 

an influx of motorcycle racing 

titles lately. Things started out slow with 

the lackluster VMX Racing, but then the. 


well-done Moto Racer came along. Now, 
Acclaim hopes to jump on the bandwag: 


on with Super Motocross, which looks to The tracks twist 

x i д and turn, and throw 
combine a slightly more arcade feel wit! hills the size of small 
some very realistic track designs. mountains at you! 

The version PSM had a chance to 

play only had two playable tracks, but ice. 
each one had an alternative form that dif- wide range of extra 
fered in Weather and daylight conditions. space to explore, to 


г ind hidden shortcuts. 
Acclaim hopes to have at least four to lia CEE 


five tracks in the finished game, which 
should help boost the replay value that 
much higher. Super Motocross also has 
several different motorbikes to pick from, 
$0 you can choose the appropriate bike 
for the particular track and weather con- 
ditions you are faced with. 

If you are a big fan of Moto Racer 
then Super Motorcross is shaping up to 
be the next quality ride. Even in its early 
state, the game looks very promising, 


and the track designs are top-notch. ун E effect. pani des ст look. "neu like co 


lighting is used to make the track . ШЫ ы шы 


A This third-person view is a bit of a mys- 
tery as it doesn’t seem to have any real pur- 
pose. Its like some sort of replay camera 
angle, and it makes playing the game 
extremely difficult. There iia chance; how: 
ever, that this view is not fit 


Broek oro е аы g you might 
Each course. areas you 
кеде cen rig TT 


racing game, а two- 


every decent ‘hn hoad oy thal eae ye tee 
player sitet mode is included. m 


and straight on “til morning! 


Colony Wars, Psygnosis and the Psygnosis logo are trademarks of Psygnosis Limited. ©1997 Psygnosis, Ltd. All rights reserved. The Playstation logo and “Playstation” are trademarks of Sony Comp. 


dH 
|: 


juonej1sÁelgd | 


ainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. Visit www.colonywars.com for a chance to win a trip to Space Camp. 
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the doors are wide open 


ГА 


Traditionally, videogaming has been a guy thing. But as Lara Croft tears 
for a female invasion. But will more girls want to join in the fun? 


down the “No Girls Allowed” sign once and for all 


n the beginning (1972, to be precise) there was Pong. 
Most people remember this game. But what most 
people don't remember is that the great grandfather of all of 
today's 32-bit videogames was designed for a man and woman 
to play together. “It was a way two people could share an 
experience—they were sitting shoulder to shoulder, they could 
talk, and they could laugh. It was a social lubricant in many 
instances," reminds Nolan Bushnell, Pong's inventor and the 
founder of Atari. "In fact," he concludes, "a lot of people have 
come up to me over the years and said, ‘You know what? | met 
my wife playing Pong.’ " But since this sexually neutral start, 
videogames have become almost the exclusive domain of 
men and boys. Sure, there are many women gamers (we hear 
from quite a few of them here at PSM), but according to a 1997 
IDSA survey, only 2796 of the overall videogame-buying public 
is female. And for the 32-bit market alone, the female percent- 
age is even lower. 
So how has this come to be? Why do guys seem to like 
games more than girls do? And is this imbalance ever going to 
change? To a certain extent, it's become a chicken-and-egg 
issue: girls don't play games because so few games for girls 
are made, which leads to even fewer games being made for 
girls. But this only explains why the divide continues to widen; 
it doesn't explain why girls were put off videogames in the 
first place. To understand more, it's probably best to take a 
look at the history of videogames, and examine the roots of 
the problem... 


Games and Girls 
Get off on the Wrong Foot 


Despite Pong' valiant attempt to encourage both sexes to 
play, men picked up on the videogame craze more eagerly than 
women. In no time, playing videogames became widely 
regarded as a male hobby. By the late 1970s, the videogame 
makers knew who their audience was, and the chicken-and- 
egg spiral had begun. 

Men first embraced videogames more warmly than 
women for many reasons. To begin with, the earliest 
videogames were coin-op machines placed in bars—a place 
where the clientele was mostly male. Even when videogames 
outgrew the bars and found themselves occupying their own 
space in arcades, these places were often seedy, smoke-filled, 
low-rent establishments, and not the kind of place where girls 
felt welcome. Right from the beginning, girls were discouraged 
from joining the videogame world. 


“In addition to the encouraging signs in today’s videogames 
market, girls have proved time and time again that they are 
perfectly willing to get involved—as long as the games are right.” 


Another early element of the problem involves the different 
expectations society places on guys and girls. Back in the 
1970s, the prejudice that girls shouldn't play with computers 
and technology was much more ingrained in society than it is 
today (if it even exists anymore). Videogames inevitably got 
swept up in the category of “computers,” and out of the reach 
of girls who were encouraged to follow “other” pursuits. 

Following this last point, because the world of computers 
was so male-dominated when videogames started catching 
on, it's no surprise that the overwhelming majority of game 
designers were men. Because all game designers produce 
games that they themselves would like to play, it's easy to see 
why most were produced with male customers in mind. The 
subject matter centered on traditionally male-orientated 
themes such as commandos, martial arts, space ships, and 
aliens. Typically, women weren't interested in this stuff at all. 

Technology's limitations have played a role in widening the 


gulf between women and games, as well. Most videogames | 
rely exclusively on the posing of complex spatial logic problems | 
(involving the manipulation of objects, distances, and locations. 
in the mind), rather than on character interaction and more 
"social" activity. Why? Because even today, this is all that com- 
puter technology is capable of delivering—it's relatively easy to 
move shapes around on a TV screen, but as of yet no one's pro- 
grammed a computer to hold a conversation. And so it was ~ 
that move left, move right, find the map, dodge that bullet, line | 
up the spaceship with the landing pad, and so on became the 
demands of gaming, and this kind of challenge has traditional- 
ly been the stuff of boys and men. It's not that women can't 
handle these spatial logic challenges, it's just that women 
aren't particularly interested in what game developers һауе | 
done with them. : 
So we can see how in the 1970s videogames and women: 
got off on the wrong foot. Experts reckon that by the tender | 
age of three, a child is well aware that it is either a boy or a 
girl, and also knows which toys are "boy" toys and which | 
ones are "for girls.” He or she then sticks to this distinction. 
So as the male world went crazy for Pole Position, Space 
Invaders, and Donkey Kong, most girls reasonably assumed 
that the arcade or videogame store didn't offer anything to 
interest them. (Thus creating a painful predicament for the 
ew companies that were trying to make games for girls— — | 
even if they did manage to get a great product out on the 
shelves, very few girls would even notice it!). Since that time, | 
things haven't improved much at all. And, until very recenti 
the chicken-and-egg spiral of games made by men, for men, 
asn't let up one bit. 


of the first to use а 
in its Metroid series. 


What Do Girls Want in Their Games? 
here is hope, however. In addition to the encouraging signs in : 
today's videogames market, girls have proved time and time | 
again that they are perfectly willing to get involved—as long as 
the games are right. Over the years, a few notable exceptions 
have been made to the "Boys Only" rule. By examining these | 
few games that have encouraged girls (albeit temporarily) back | 
to the videogame fold, maybe we can find some clues as to 
how they can be made to feel welcome in the videogame 
world permanently. 

In chapter 14 of her excellent book Joystick Nation (Little, 
Brown, and Company, 1997), J.C. Herz points to three exam- 
ples of games that have appealed tremendously to both 
sexes. Her analysis of their popularity sheds some light on the 


Street Fighter 115 Chun 
other female fighter: 


different approach to games many women may take. Her fi 
example is Tetris. " Tetris is about coping," she explains. ” 
about imposing order on chaos. It's about detritus raining 
down on your head, trash falling into messy piles and piling up. 
until it finally suffocates you. This is a scenario to which many 
modern women can relate." She goes further, offering that: 
"the psychological payoff for the player is a state of rapturous 
relief. Yes!’ she thinks. ‘Yes! The Mess is vanishing! | сап 
make The Mess disappear!" 1% not about blowing things up. | 
It's about cleaning things up." Her conclusion? “Tetris speaks 
volumes about the difference between women and men visa - 
vis videogames." % 
Her next game offered for consideration is p 
"Consider: It is impossible to be aggressive in Frogger,” she 
points out. “It's a curiously non-confrontational game. You can't 
kill anything, you can only die. Its a game of don’ thurtany- 
thing-but-just-don't-screw-up." 5 


Decemsea 
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Жіп Japan, Parappa is a big hit with girls, 
who make up nearly half of its players. 


Lastly, she quotes Barbara Linz, a game designer for 
Byron Preiss, on the subject of Namco's Ms. Pac-man. "Rule 
Number One: If you're selling to girls, make it very clear that 
that's who you're selling to. [Girls are] highly socialized. They 


So there are lessons to be learned about what type of 
games girls will enjoy playing. Herz's examples suggest that 
girls prefer less rigid challenges, with more of an emphasis on 
finding your own path, at your own speed, than on frantic 


r ^Herz's examples suggest that girls prefe 


with more of an emphasis on fin 
J speed, than on frantic arc 


need permission. One of the cool things about Ms. Pac-man 
was that it told you right off the bat: This is a female game." 
But this, according to Ms. Linz, is not the sole reason why 
Ms. Pac-man was such a hit. "Being able to go forward, back- 
ward, left, right was extremely important," she explains. 
"See, in a normal, typical side-scrolling game, you have to go 
from left to right. You can retreat if you want to, but it's not 
going to advance you in the game. It's really not part of the 
basic strategy. But for a female, retreating is like breathing. 
We're used to the idea that you can win by giving ground." 
The conclusion? "Ms. Pac-man works because you can 
retreat. You can sneak up on your opponents. [Girls are] very 
big on sneaking up." 


ing you 


J 


arcade twitch challenges. It's also commonly recognized that 
girls prefer games with more of a story element, or challenges 
based on more emotional puzzles. 


The Tide Is Turning 

The real good news for 1997 is that more and more people 
seem to be taking notice of these lessons. A handful of new 
game companies are focused exclusively on designing and pro- 
ducing videogames for women. These companies include 
Purple Moon (working on Rocett's New School, and Secret 
Paths in the Forest), Girl Games Inc. (working on Let's Talk 
About Me!), and Mattel Interactive (riding high after the phe- 
nomenal success of Barbie Fashion Designer). Much debate is 


А. Back in the day, Pong was intended as a 
kind of "cheap date" for young couples. 


lara crofr: pop supersrar 


о girl has made it as big in videogames as Lara Croft, and no girl has been made as big as Lara Croft—Tomb Raider's 
busty heroine is surely the game industry's Pamela Anderson-Lee. But all cheap gags aside, the Lara Croft phenome- 


Е ve 
| 729 поп has taken everyone by surprise. She was “discovered” by the mainstream media when England's top financial news- 
М | А paper, the stuffy Financial Times, used a giant picture of her to illustrate a front-page story of Eidos's latest profit announce- 
Ne | ie T ments. The tabloid newspapers picked up on Lara after The Face, a fashion magazine, put Lara on the front cover. From that 
К; | point on—fueled by the continuing strong sales of Tomb Raider—"the phone never stopped ringing," says Core Design's 
-—— Jeremy Smith. 


But why Lara? And why now? "People looking in from the outside could relate to a female human character," reckons 
Smith. "Maybe if it had been Mario, or a small, erm, crocodile, or something, they wouldn't care. But, because Lara [looks 
great] on the front of newspapers, people who would ordinarily never be exposed to videogames are interested. They look 


А Perhaps more than any other genre, 
sexes. 


puzzle games appeal to 


А Ms. Pac-Man is not only a classic, it 
paved the way for future girl games. 


A The Tamagotchi craze has introduced 
many girls to the world of videogames. 
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at Lara and say “Sh*t! What is that! ?" 


becoming gamers." 


Certainly Lara has attracted wider attention than any videogame character before—she's been places 
Mario, Sonic, or Chun Li never dreamed of. U2 commissioned custom renders of her to appear on a 
stage-high video screen during the band's PopMart tour. Officially licensed Lara Croft "action figures" 
are due for release in the U.S. from Toy Biz. Rhona Mitra (the actress who is the "official" Lara Croft 
for personal appearances) and Dave Stewart of The Eurythmics are recording an album (although it's. 
yet to be decided within EIDOS whether or not it will be released as "by Lara Croft"). And by doing 
all of this, Lara is responsible for providing the videogames industry with a much needed smash hit. 
"For the games industry as a whole, [the Lara Croft craze] has to be a good thing,” argues Jeremy 
Smith. "Lara has managed to get into people's offices and homes and spread the idea of videogames 
to an audience that normally would never encounter them. Half of the population of people over 35 years 
of age don't know how to operate a computer. They certainly would never ordinarily think of playing a 
videogame. But because Lara has been in so many different forms of media, and has created such a 
buzz, these people are all of a sudden aware of games. And some of them think, "You know what, 
there's a computer at work. | could check out this Tomb Raider game at the office.’ And they're 


So overall sales are up, but is the Lara Croft fad helping or hindering the quest to get more 
girls into games? The debate centers around this question: Is Lara Croft encouraging more 
women to pick up a joystick, or reaffirming the prejudice that only pouting babes with big 
breasts and long legs are allowed into the videogame world? 

“In Japan, the majority of Tomb Raider registration cards returned are from women, and 
this is unheard of," argues Smith, "so yes, you can say that Tomb Raider has encouraged more 
women to play games." But what about the flip side of the coin? Doesn't Lara also put off girls 
who feel that all videogames have to offer is sexist stereotypes? "Not at all," responds Smith, 
"besides, it's not just that she looks so great. She also is amazingly well animated and does 

some really cool things—her character is more than just the way she looks.” 
No matter what your position on the Lara phenomenon, she has undoubtedly attract- 
ed a lot of attention to the issue of girls in gaming. Perhaps the most important question 
concerns how the industry will respond. Can we expect a wave of busty babes for guys 
to ogle, or will we see more intelligent female role models for girls to admire? 
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the double standard 


We're not trying to say you have to be “Politically Correct" all the time, but when you look 
at all of the following examples together, it gets a little ridiculous... 


Have you ever noticed... 


> That Lara Croft always wears her short-shorts, even in the arctic? 

> That in two-player games, the guy is always stronger while the girl is always faster? 

> That every female fighting game character has either a "show-you-my-panties" move, or a "sit-on-your-face" attack? 

> That the new trend in fighting games is to see how much they can get a girl to "bounce?" 

> How the guy characters wear the latest in high-tech SWAT anti-terrorist gear, while the girls get thigh-boots and a tube-top? 
> How every fighting game ad features a busty girl with the tired line “she'll break your heart and then kick your butt?” 


> That everything the women wear is skin-tight? 


> That we've never seen a game where the prince must get rescued instead of the princess? 
> That there has never been an unattractive female character? There have been plenty of male brutes, though. 
> That whenever a giant robot has a female pilot, the robot (for some unknown reason) has breasts, and is usually pink? 


going on as to the best way to move forward, and each of 
these companies is approaching the problem from a different 
direction, but the point is that they're trying. 

Girls are also being chased by the giant software publishers, 
and big money is being invested in an attempt to design games 
that rope in the female audience. As the development costs of 
32-bit games continues to rise (as the software becomes more 
and more sophisticated, it takes bigger teams and more spe- 
cialized equipment to produce them), the pressure is on soft- 
ware publishers to increase sales revenues. As any business- 
man will tell you: if you can’t increase your portion of the pie, 
make the pie bigger. The profit potential of doubling videogam- 
ing's audience is staggering, and the game industry's fat cats 
are on the hunt. 

The tide against women gamers might be turning for other 
reasons, also. Videogame arcades are no longer the down-mar- 
ket, sleazy establishments of yesterday. Pioneered by Namco 
and Sega, amusement venues are now clean, family-orientated 
attractions. Gone are the cigarette ends and kids bunking off 
school—instead we have bright primary colors and cheery mas- 
cots. This helps encourage women back to the arcades, as par- 
ents accompanying the kids and young girls who previously 
wouldn't have set foot near a coin-op. 

Simultaneously, society is slowly but surely abandoning 
many of its gender-based preconceptions, and girls and boys 
are encouraged to broaden their horizons concerning what is 
considered "male" and what is considered "female." Also, the 


^ 
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average age of people playing videogames has risen, so more 
and more girls are giving games another try. Either because 
their boyfriend plays, or the fact that 20-year-olds are more will- 
ing to challenge stereotypes, more adult women are catching 
the gaming bug. 

Also, as computer technology races forward, game design- 
ers are increasingly discovering that the rich, emotionally com- 
plex game worlds that women demand are possible to create. 
In all, it would seem that man's monopoly of the videogame 
world is under serious threat 


A False Dawn 

Sois it plain sailing for women in games from now on? Not nec- 
essarily. Many experts warn that the continuing move towards 
female game characters might be something of a false dawn 
Led by Samus Aran, flanked by Chun Li and Sarah Bryant, and 
now backed by the world-conquering Lara Croft, undoubtedly 


^ рыт 1997 ПУ КТП 


"As any businessman will tell you: if you can’t increase your 
portion of the pie, make the pie bigger." 


videogames of the 1990s are featuring more and more female 
roles. But this pattern can be only cautiously labeled as a posi- 
tive force for women, because a vocal minority believes that 
these female characters do very little to attract women. These 
people argue that Chun Li, Lara Croft, and most other female 
game characters are designed primarily for a male gamer's sat- 
isfaction, and not geared towards the needs of women gamers 
at all. Physically attractive and deliberately flirtatious, these 
female game characters are merely eye candy for a male audi- 
ence tired of muscle-bound warriors and woodland creatures 
“with attitude.” 

Certainly, Lara Croft is as much of a hit among boys as she 
is with girls. The hysteria surrounding the whole Lara phe- 
nomenon has been predominantly male-led, and it is men who 
have taken things to extremes. “I've had letters from people 
who talk about how they continually get her to pick up medi- 
packs because of the way she says, ‘Ah ha',” confides Core 
Design's Jeremy Smith. “I've had people write to me and say, 
“Do you know that if you reverse into one corner of the Aztec 
level you can get a full frontal view of her chest and you can 
sit and gaze at her for hours!" One guy wrote me a letter like 
that and finished with, "My wife is getting worried about the 
time | spend with Lara. What are your thoughts on this?” 

Certainly, this sort of hysterical behavior doesn't seem to be 
characteristic of a reaction to a campaign designed to make 
women feel more comfortable with videogames. In Joystick 
Nation, J.C. Herz gloomily concludes that, “When it comes to 


videogames, teenage boys are the ones with positive female 
role models. It's painful to say this, but boys’ games have the 
only female characters worth playing. They always get the cool 
stuff first.” 


In Closing... 

But the fact remains that the whole issue of girls and games 
has never been hotter. More women are playing, and a grow- 
ing number of companies are devoted to making sure they 
get the games these women demand. These companies still 
have to fight social prejudices and an industry in which over 
90% of the decision-makers are male. They also have to 
teach computers to offer challenges beyond those of spatial 
logic problems, and find ways for games to satisfy a 
women's social interests. But we've never been 

closer to the solutions, and it might just be that this ре 


time, the girls are here to stay. 


А In Japan, an entire sub-genre of fightii 7 
omes hab edi girl characters. 18 


Hayato ¥ 


4 Developers know that most gamers are 
guys, and they know what guys want. 2 


A Even the most respected developers 
aren't above a few cheap shots. 


^ In Resident Evil, Jill Valentine holds her 
own, and manages to stay dressed, too. 


A With scenes like this, is it any wonder 
most girls don't want to play guy games? 
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(HEY, IT'S CHRISTMAS. 


“Tekken 2 is the hest...no contest.” 


-Game Players August '96 


"Tekken 2 is THE can't-miss PlayStation game 
of the year!”- Game Players September ‘96 


“This game is a must buy it. 
who owns a PlayStation (novices and 


fanatics alike). - PS Extreme September ‘96 


veram 


Tekken 2™ © 1994 19951996 Namco Ltd. SOULBLADE™ & © 1995 1996 Namco Ltd. All Rights Reserved. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 


PICK TWO.) 


“Soul Blade heads the early list for best 


fighting game of the year.” - GameFan February ‘97 
= 


“ло gamer should be without this: the most 
spectacular fighting game ever to grace a 


console.” - GameFan March ‘97 


{ 
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STRATEGY. 


Crash Bandicoc 
Cortex Strikes Back 


the complere guide 


This guide contains a complete walk- 


through to all the hidden gems and 
secret paths in Crash 2 and should 
only be used when necessary. 


Control Tips 

You can control Crash with the standard 
digital control pad or with the analog 
thumbpad (available on the Sony Analog 
Controller). Both work well for different 
situations—analog is best when you're 
just free-wheelin’ it down a path or trying 
to move diagonally. But when it comes 
to precision jumping or staying on track 
in a 2D area, switching to the digital pad 
will make things much easier. We sug- 
gest that you switch back and forth 
between each control method regularly 
to best adapt to each situation. 


Warp Room 1: Jungle 


LEVEL 1: TURTLE WOODS 
Main Path: Jungle (3D) with no rain, 


bonus area is Mossy Cliff (2D). 

Secret Path: Access it by belly-flopping 
the lid set into ground. The platform 
takes Crash back to the departure point 
from the main path. Additional enemies: 
ostriches, armored armadillos. 

Box Gem: Medium difficulty to re- 
ceive—you must complete the slightly 
hidden section. 

Other Gem (Blue): Must not break any 
boxes to receive. 


LEVEL 2: SNOW GO 
Main Path: Glacial (3D), Glacial (2D), 


bonus area is Glacial (2D) 
Warp Path: Glacial (2D), no boxes. 
Access it from the warp point in level 
7, "Air Crash." It drops into the main 
path in the 2D section, at the loca- 
tion of the red gem. 

Box Gem: Easy to get. 
Other Gem (Red): Must 
use warp secret to receive 


LEVEL 3: HANG EIGHT 
Main Path: River (3D), bonus area is 


Treetops (2D). 
Gem Path: River (3D), boxes pre- 
sent. Access it via the blue gem plat- 
form. The platform takes Crash back 
to the departure point from 
the main path. 
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Box Gem: Hard to get—the blue gem is 
required to get all the boxes. 

Other Gem (Clear): Must finish round 
quickly to receive. 


LEVEL 4: THE PITS 
Main Path: Jungle (3D) 


with rain, bonus area 
is Mossy Cliff (2D) 
The main path 
forks and comes 
back together— 
the crystal is on 
the left path. 

Box Gem: Easy 
to get. 


LEVEL 5: CRASH 


DASH | 

Main Path: Alpine (3D), bonus area 
is Treetops (2D). 

Box Gem: Easy to get. 


BOSS: RIPPER ROO 


Warp Room 2: Glacial 


LEVEL 6: SNOW BIZ 
Main Path: Glacial (3D), Glacial (2D), 


bonus area is Glacial (2D). 
Gem Path: Glacial (2D), boxes present. 
Access it via the red gem platform, auto- 
matic return to start point on main path. 
Box Gem: Hard to get—must have 
already received red gem. 


LEVEL 7: AIR CRASH 
Main Path: River (3D), bonus 


area is Treetops (2D). 
Hard Path: River (3D), no 
boxes. Access it via 
the hard platform. It 
leads to an alternate 
round end. 
Warp Path: River 
(3D), boxes present. 
Access it from the 


warp point in level 13, “Bear Down.” It 
drops into the main path near the start. 
Box Gem: Hard to get—must start 
round at warp entry point. 

Other Gem (Clear): On hard path. 


LEVEL 8: BEAR IT 
Main Path: Glacial (3D) in 


snow, no bonus area. 
Box Gem: Easy to get 


LEVEL 9: 


CRASH CRUSH 
Main Path: Alpine (3D), 


bonus area is the Mossy 
Cliff (2D). 

Branch Path: Dead-end, 
you must avoid obstacles to 
get lives. It returns Crash to the 
branch point. 

Box Gem: Easy to get, but must suc- 
cessfully complete branch. 


LEVEL 10: THE EEL DEAL 
Main Path: Sewer (3D), bonus area is 


Sewer (2D). 

Secret Path: It's an appar- 
ent dead-end, but the 
final wall has no colli- 
sion. Pass through 
the final wall to 
reach the secret 
area—the green 

gem is at the end. 

Walk backwards 
to reach main path. 
This secret area has 
no boxes. 

Branch Path: Very short 
dead-end, the crystal is at 
the end. 

Box Gem: Easy to get (but look out for 
an out-of-sight box atop a tower of grey 
boxes near the start of the bonus area). 

Other Gem (Green): Must go to the end 
of the secret area to get. 


BOSS: KOMODO MOE 
AND KOMODO JOE 


rash 2 is not only one of the 
best PlayStation games of the 
it can also be one of the tough- 
е ofthe game's many gems 
lenySo well, it would take ESP 
em. Don't worry though— 
е got your psychic friends 
аі:РӘМЖо give you a hand! 
aying it all out for you. 
e put together a com- 
plete level-by-level guide of 

where to find every gem and 
every secret path, and we also 
uncover the secret Warp Room. 
So what are you waiting for? 
Get in there and kick some 


Cortex butt! 


Warp Room 3: Sewer 


LEVEL 11: PLANT FOOD 
Main Path: River (3D), bonus area is 


Treetops (2D). 

Box Gem: Easy to get. 

Other Gem (Yellow): The yellow gem is 
awarded for finishing the round quickly. 


LEVEL 12: SEWER OR LATER 
Main Path: Sewer (3D), bonus area is 


Sewer (2D). 

Gem Path: Plugged hole in floor be- 
comes a gem platform if you have the 
yellow gem. The platform leads to an 
alternate path with a clear gem, no 
boxes. It rejoins the main path later on in 
the level. 

Box Gem: Easy to get. 

Other Gem (Clear): Must use the gem 
path to get. 


LEVEL 13: BEAR DOWN 
Main Path: Glacial (3D), no bonus area. 


Box Gem: Easy to get. 


LEVEL 14: ROAD TO RUIN 
Main Path: Ruins (maze), 


bonus area is Ruins 

(same graphics). 

Hard Path: Ruins 

(maze), no boxes. 

Access it via the 

hard platform. It 

leads back to the 

main path. 

Warp Path: Ruins 

(maze) no boxes. 

Access it from the 

warp point in level 17, 

"Diggin It." It drops into the 
main path near the start. 

Box Gem: Hard to get—must start 

round at warp entry point. 

Other Gem (Clear): On hard path. 


LEVEL 15: UN-BEARABLE 
Main Path: Alpine (3D), bonus area is 


Mossy Cliff (2D). 

Secret Path: Mossy Cliff (2D), boxes 
present. Enter it by jumping into the pit 
after the baby bear. Different enemies 
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include turtles and the lab assistant with 
an elephant gun. The platform takes 
Crash back to the departure point from 
the main path. 

Box Gem: Hard to get—must get boxes 
in secret area. Also, look out for a couple 
of high "1-Up" boxes in the bonus 
area—they are tough to see. 


BOSS: TINY 


Warp Room 4: Cave 


LEVEL 16: HANGIN' OUT 
Main Path: Sewer (3D), bonus area is 


Sewer (2D). 

Branch Path: A very short dead-end. 
Branch Path: A very short dead-end, but 
it has a crystal at the end. 

Secret Path: Go backwards from drop 
into the room with water in it—it leads to 
the "hang-from-ceiling" section; the 
path ends at the warp-out spot. You 
must use the crouch button to lift 
Crash's legs out of danger. 

Box Gem: Easy to get. 


LEVEL 17: DIGGIN' IT 
Main Path: Alpine (3D), bonus area is 


Mossy Cliff (2D). 
Hard Path: Alpine (3D), boxes present. 
Access it via the hard platform. It leads 
back to the main path later on. 

Box Gem: Medium difficulty to get. You 
must take the easy path at the branch, 
go backwards until reaching the 
branch again, then take the 
hard path. 

Other Gem (Clear): On 
hard path. 


LEVEL 18: COLD 


HARD CRASH 
Main Path: Glacial 


(3D), Glacial (2D), bonus 
area is Glacial (2D) 
Hard Path: Glacial (3D), 
boxes present. Access it via 
the hard platform. It leads 
back to the main path later on. 
Box Gem: Hard to get—you must take 
the hard path to its end, go backwards 
through the hard path to the branch, and 
then take the easy path. 

Other Gem (Clear): On hard path 


LEVEL 19: RUINATION 
Main Path: Ruins (maze) in rain and 


lightning, bonus area is Ruins (has the 
same graphics). 

Gem Path: Ruins (maze), no boxes. 
Access via green platform, leads back to 
main path later on. 

Box Gem: Easy to get. 

Other Gem (Clear): Must have green 
gem to be able to get. 


LEVEL 20: BEE-HAVING 
Main Path: Alpine (3D), bonus area is 


Mossy Cliff (2D). 
Secret Path: Mossy Cliff (3D), no boxes. 
Enter secret area by climbing a staircase 


of mysteriously non-explosive Nitro 
boxes. Different enemies include turtles 
and the lab assistant with the elephant 
gun. The platform takes Crash back 
to the departure point from 
the main path. 

Box Gem: Easy to get. 

Other Gem (Purple): Must 
know secret to receive. 


BOSS: N. GIN 


Warp Room 5: Space 


LEVEL 21: PISTON IT AWAY 
Main Path: Dynamo (2D), bonus area is 


the same. 

Hard Path: Dynamo (2D), boxes pre- 
sent. Access it via the hard platform. It 
leads to an alternate round end. 

Box Gem: Hard to get—you must take 
the easy path to the end, do a difficult 
backwards traversal back to the branch, 
then take the hard path (leave the “crab 
bot” after the first shrink ray—on your 
way back, you'll need to bounce off it). 
Other Gem (Clear): On hard path. 


LEVEL 22: ROCK IT 
Main Path: Space Tube (3D), no bonus 


area in this level. 
Box Gem: Easy to get. 


LEVEL 23: NIGHT FIGHT _ 
Main Path: Alpine (3D) at night, bonus 


area is the Mossy Cliff 
(2D) at night. 
Hard Path: Alpine 
(3D), boxes pre- 
sent. Access it 
via the hard 
platform, it 
leads back 
to the main 
path later on. 
Box Gem: 
Hard to get— 
7 уои must take 
the easy path to the 
branch, take the hard 
path backward from the end 
for a little while, then go back to the 
branch and end of round. 
Other Gem (Clear): On hard path. 


LEVEL 24: PACK ATTACK 
Main Path: Space Tube (3D), no bonus 


area in this level. 

Gem Path: Ruins (maze), no boxes. 
Access it via the green gem platform. It 
leads back to the main path later on. 
Box Gem: Easy to get. 


LEVEL 25: SPACED OUT . 
Main Path: Dynamo (2D), bonus area is 


the same. 

Gem Path: Dynamo (2D), no boxes 
Access it via a succession of five gem 
platforms, one for each color. It leads to 
an alternate round end; a clear gem is 
waiting at end. 

Box Gem: Easy to get. 


X. 
STRATES 


Other Gem (Clear): Must have received 
all five colored gems—red, green, blue, 
yellow and purple—to get to the area 
where the clear gem is waiting. 


BOSS: DR. NEO CORTEX 
Secret Warp Room 


This room is accessed from five secret 
spots within the game. If you reach one 
of these spots, Crash is transported to 
this warp room, and the corresponding 
door is unlocked. Therefore, Crash can 
see all five doors the first time he visits 
the room, but he can only enter one. 
Three of the doors lead to secret places 
in the standard 26 rounds; the remaining 
two doors lead to completely new hid- 
den rounds. 


DOOR 1 TO LEVEL 2: SNOW GO 
An isolated square stone platform is in 


the second river segment of level 7 (Air 
Crash.) Crash cannot reach it by a long 
jump from the pier, but he can by hop- 
ping on a succession of boxes floating in 
the water. When Crash 
reaches the spot, he warps 
to the secret warp room, 
and Door 1 is unlocked. If 
Crash enters this door, he 
arrives in a secret path 

in level 2 (Snow Go.) 

This path leads to the 

red gem that he could 

see before, but couldn't 
pick up. 


DOOR 2 TO 
LEVEL 7: 


AIR CRASH 
Anisland of snow in the middle of 


the final lake in level 13 
(Bear Down). Crash can- 
not reach it by a long 
jump; he can reach it 
only by using the float- 
ing pieces of ice as plat- 
forms. When Crash reaches 
the island, he warps to the secret 
warp room, and Door 2 is unlocked. 

If Crash enters this door, he arrives in 
a secret place in level 7 (Air Crash). The 
path contains boxes, and it leads to 
the start of the normal round. 
Taking this path is the only 


way Crash can get the clear gem for box 
completion in that level. 


DOOR 3 TO LEVEL 14: 


ROAD TO RUIN 
Towards the end of level 17 


(Diggin' It), an isolated plant is sit- 
ting on a pillar to the left side of the 
path. If Crash kills the plant with a 
belly-flop and lands on the pillar, he 
warps to the secret warp room, and 

Door 3 is unlocked. This will take him to 
a secret place in level 14 (Road to Ruin), 
which contains boxes. It leads to the nor- 
mal round start so Crash can get the box 
completion gem. 


DOOR 4 TO LEVEL 26: 


TOTALLY BEAR 
Glacial (3D) at night, no bonus round, 


gem for box completion. In level 15 (Un- 
Bearable), if Crash does a long-jump, he 
can cross the final chasm and return to 
the main part of the round. When he 
does so, he meets up with a bear cub, 
warps to the secret warp room, and 
Door 5 is unlocked. If Crash enters this 
door, he arrives at the start of second 
completely secret round. 


DOOR 5 TO LEVEL 27: TOTALLY FLY 
Jungle (3D) at night, bonus area is 


Mossy Cliff (2D) at night, Gem for box 
completion. In level 16 (Hangin' Out), if 
Crash heads backwards after dropping 
down at the end of the hang section, he 
enters a secret area. At the end of the 


area, he warps out and into 
the secret warp room, provid- [> 
ing access to this final round. 
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SPOILER ALER 


This guide contains a complete walk- 
through to the first seven levels in 
Tomb Raider 2 and should only be 
used when necessary. 


| 
It goes without saying that you need to 
explore every crevice of the Tomb Raider 
world to find everything. We'll take you 
through every puzzle for the first seven lev- 
els, letting you know what to do next. 


We purposely left out where any of the bad guys are, 
so you still won't know what's around each turn 
Whenever you kill some baddies, check their bodies for 
ammo and health and any other surprises. It may be a 
little morbid, but you definitely need to check every 
dead body. 


We also left out where any of the secrets are. Each level 
will have a stone, jade, and gold dragon statue hidden 
somewhere in it. Finding all three will give you more 
ammo plus some other goodies at the end of the level 
We'll let you in on all their locations in a later issue.. 
Weapons, ammo and health will not be noted either, 
and are up to you to find. 


The walkthrough is written in sequential order, so one 
point leads to the next. If you get lost, return to the last 
known location and pick up the walkthrough from there. 
Well, Lara needs you, so let's get started! 


General Tips 

First, learn to judge distances in Lara's world. Count 
polygons, textures, or whatever you want, but you need 
to be able to tell just from looking whether or not you 
can make a given jump. You also must pay attention to 
which angles will make you slide when you step on 
them and which ones will let you stand. Angled sur- 
faces are used extensively in almost every puzzle 
Always pay attention to textures, and keep an eye out 
for cracks in the walls that you can hang from. 


In TR2, there is no need to look around for save points. 
Now you can save anywhere! Take full advantage of this 
blessing and save after everything—after every jump, 
after every baddie killed, after every puzzle. This is espe- 
cially handy when you're faced with a series of difficult 
jumps or traps. 


Our heroine has also learned some new skills. You are 
encouraged to fully explore them on her new obstacle 
course, as you will use all her moves constantly 
throughout the game. The spin move, for example, 
comes into play much more this time around. She can 
even do it in the air! 


Level One: 
Topping the Wall 
You start the adventure in a cave next to the great wall 
of China. As you enter, Lara will automatically look up to 


T 


At the game's opening, pay attention to where Lara 
looks—it’s where you'll need to go. 


the left, providing a hint as to where you need to go. 
Find the water to the right to start your climb up. In typ- 
ical Tomb Raider fashion, there is no direct route. You 
will need to snake around and find all the right ledges to 
get to the opening in the building at the top. Once 
inside, drop through the floor in the corner to the next 
room. Jump across the ledge at the top of the stairs to 
reach the switch to open the door. 


Inside the Wall 

Out on the Great Wall, slide down into the water where 
part of the wall has collapsed. Grab the guardhouse key 
from the underwater cave, then climb back up and enter 
the previously locked tower. Climb the ladder to get the 
rusty key for the locked door to the next room. Move 
the rock blocking the following doorway to progress 


Slide into the water from the collapsed section of wall. 
You'll find a key in the underwater cave. 


Inside the Wall 

Now things will start to get a little trickier, with a series 
of booby traps that require precision timing and fast 
speed. You will slide down a ramp to a hallway, which 
has shallow water and blow darts just under the sur- 
face. Jump in the water, go directly to the left wall, and 


) t's finally here—the long-awaited next chapter of the 
> Lara Croft adventures! We've been playing this game 
without sleep to bring you the most accurate strategy first. 
This month, we're covering the first seven levels of the game. 
And those seven levels cover a lot of ground! We'll bring 
the walkthrough to a close in the next issue with Part 
Two. In the meantime, you should try to see how you 
can do without any help! 


jump and hang. Travel all the way across the hall by your 
hands. Run down the hallway across the floor before it 
gives way. Run directly to the doorway at the end of the 
room to outrun the boulders, jumping the spikes at the 
end and sliding down and through the hole. After falling, 
run to your left and climb out of the pit before the walls 
give you a lethal piercing. Run down the next hallway 
across the floor before it disintegrates, jumping over the 
swinging blades. In the next room, the walls will again 
close in on you. Run straight down the hall without stop- 
ping to avoid the spiked walls and disintegrating floors. 
You will then slide into another room with one spiked 
wall that closes in on you. Fall through the hole in the 
corner to escape, and take a much-needed breather. 


Unless you like being sliced into flank steak, avoid run- 
ning straight to the med kit in front of these giant blades. 


In the next area, resist the temptation to run right up to 
the med kit in front of the two large blades. Walk up to 
it carefully to avoid an early death, and grab some 
health. When you try to run past the blades, take a path 
along the left, aiming for the tall part of the opening on 
the other side 


You will now be on the top ledge of a very large cavern. 
You will notice a zip line that will take you to the other 


б PON P 


The zipline will safely take you to the other side of the 
cavern, but do a little exploration before using it. 
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side, but again, don't just jump on it. Explore a little. Find 
the place where you can jump down the cliff to a ledge. 
From the ledge, you can make your way down to the 
bottom of the cave. Once down there, you'll get to duel 
with a couple friends from the last game. Take the 
zipline across the cavern to the other side, then take the 
passage to the end of the level. 


Level Two: Venice 
Getting the Boat — the Tunnels 


See those boathouse doors across the canal? You need 
to swim under them to get to the switch inside. 


First, jump in the water and swim under the doors to 
the boathouse directly across from the wooden shack. 
Hit the switch inside ignoring the keyhole for now. 
Next, enter the wooden shack on the pier and hit the 
Switch inside to open the trap door. Climb up the lad- 
der to the next room and repeat the process. Once on 
the roof, shoot out or roll through the window into the 
adjoining building. Jump through the window on the 
other side to the awning. Finally, jump to the balcony 
so you can grab the key to the boathouse doors off the 
guy you just killed. 


Jump back through the window and go through the 
door that the switch in the boathouse opened. Hit the 
Switch at the end of the covered bridge, it will open the 
door you have to pass through next. Cross back over 
the bridge and blow out the window on the right. Jump 
through it to the awning across the water. Jump across 
two more awnings to a ledge with a short ladder—the 
ladder leads to the previously locked door. Go through 
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the door, and hit the switch inside to open the gate to 
the tunnels. Go back to the boathouse and use the 
boathouse key to open the doors. 


Jump in the boat and head for the tunnels through the 
newly opened gate. Light a flare to help you navigate 
the tunnels. When you find yourself in the larger room 
with all the pillars, go to the back left corner to find a 
dock and a room with a switch. Park the boat all the way 
at the end and swim back to the dock. Hit the switch in 
the room to close the gate behind your boat. Climb the 
ladder, jump in the water, and hit the switch to open the 
door to the rest of the level 


Once you get the boathouse key, it's time to take to the 
canals, speedboat-style! 


Flares will definitely come in handy in the dark tunnels. 


Park the boat all the way at the end of the dark room, 
then shut the gate behind it. 


Preparing the Canals 

In your boat, go to the left and stop at the first dock 
before the grey bridge on the right. Climb up on the 
crate and jump to the awning, then to the bridge. One 
of the bad guys you kill will have a steel key that goes 
to the locked door across the bridge. Use the steel key 
to enter the room, then hit the switch to open one of 
the canal gates. Get back in the boat and go back the 


way you came following the canal. Ignore the path to 
the right, and follow the canal to the end. At the dock, 
enter the building and hit the switch inside to open 
another door. Jump back in the boat, and go down the 
narrow canal on the immediate left. Turn left at the 
end and pull up to the second dock. Enter the room 
through the newly opened door. Grab the iron key 
inside, then climb the ladder to the second floor. Hit 
the switch inside to exit through the big door back to 
your boat. Now turn around and go back through the 
main canal, past the first dock you went to earlier 
before the grey bridge. Stop at the dock on the left 
where the other boat is docked. Use the iron key to 
open the door. Hit the switch inside to open the sec- 
ond canal gate. Everything is in place now—it's time to 
escape the level. 


The Escape 
ұр 


Don’t forget to jump at the last second when you blow 
up the mines with one of the boats! 


You need to ditch one of the boats on the mines to clear 
the path to the exit. Take one of the boats and ram it 
into the mines blocking the exit, jumping clear at the 
last second. Jump in the other boat and make your way 
to the other end of the canals using the new narrow 
canal, now accessible with its gates open. Look for a 
large ramp that takes you up to a covered bridge. 


The ramp through the window is your only way out of 
this room. Buckle up, cause your gonna get some air! 


Drive your boat into the room just before the ramp and 
hit the switch inside. The switch will open the exit to 
the level, but it will close after a short time. A clock will 
start to count down as soon as you leave the room with 
your boat. You will need to know your route through the 
narrow canals to make it in time. You can also use the 
action button for an extra speed boost. 


X. 
STRATEG 


Level Three: Bartoli’s Hideout 


Getting Inside the Mansion 


A The stairs to the left will lead you to the switch that 
opens the mansion’s main doors. 


Pull up to the dock and get out of your boat, following 
the stairs to the left. Enter the hallway at the end and hit 
the switch to open the front doors to the main building. 


Opening a Second Entrance 
Once inside the mansion, go down the left hall, timing 
your progression to avoid the knight's swords. The 
switch at the end opens the door to another entrance 
on the outside of the building. Go back the way you 
came. Jump and grab the ladder to the right of the bal- 
cony. Climb sideways to the right and out onto the out- 
side balcony. 


Walk to the open edge, then run and jump to the 
awning. The angle is too steep, so you will have to 
hang. Move to the left side of the awning, pull 
yourself up, and immediately do a backflip up to 
the ledge behind you. Jump to the platform past 
the open edge of the balcony, and jump again to 

the red awning. It's an easy jump from there to 

the open doors of the second entrance. 


Swinging Blades and Flaming Platforms 
Follow the stairs and enter the room at the 
top and to the right. Break through the win- 
dow, using the balcony to gain access to the adja- 
cent room. Push the brick block in the fireplace to get 
deeper into the level. 


The first challenge you face is a series of swinging 
blades down a ramp. Just avoid all of them by jumping 
directly into the water. Next you will be faced with four 
flaming platforms. You extinguish them by stepping on 
the wooden platform in front of the first one. The flames 
are on а timer, so you'll have to be quick and nimble to 
get past the platforms. 


The Chandelier Room 

Use the angled block to pull yourself up onto the lowest 
chandelier. From there, jump up to the platform at the 
second-story window. Pull the switch there to open a 
trap door in the fireplace of one of the previous rooms. 


Blow out the window next to the switch and go out 
onto the ledge. Fall down the hole to the right, through 
the recently opened trap door. You will be in a water- 
filled room with a door that requires a key (you will find 
the key later). Swim to the switch on the left wall and 
hit it, opening the door to the right. Swim into the next 
area through the open door and go through the hole in 
the lower right corner. Find your way to the back of this 
area. Another switch opens a trap door above you, 


» The room with the chandeliers poses all sorts of chal- 
lenges—primarily a lot of chandelier-climbing! 


allowing access to precious air. Find your way out of this 
area. Use the ladder to climb up the side of the building 
and into the room with the chandeliers. 


Climb onto the lowest chandelier, then 
jump to the next one. From there, jump 
to the ledge and pull the switch. It will 
open up the picture frame on the wall, 
revealing the Library Key. You'll have to 
do some work to reach it. Jump back to 
the chandelier, and jump again to the high- 
est chandelier. From there, jump up to the 
wooden ledge. Find the place where you 
can jump and grab the main ceiling support 
beam. Shimmy to the right and pull yourself 
up. Jump to the next wooden platform on the 

other side of the room. Climb up on the 

brick blocks, and do a standing jump back 
over to the support beam. Hit the switch. 
This will raise and lower the chandeliers to 
the opposite positions from where they were. 


Now just drop down to the chandelier and 
jump across to the far (lower) chandelier. You 
should now have no problem grabbing the Library 
Key from behind the painting. Make your way back 
up to the highest chandelier, and jump to that first 
ledge with the window. Jump back into the water, or 
just fall back down the hole through the trap door. 
Finally, use the Library Key to open the 
locked door. 


The Library 

You will now be in the library. Go into 
the one open room and climb up the 
bookshelves to the switch that opens 
the next room. In the next room, climb 
the bookshelves to the highest window and 
shoot it out. Walk out the window and slide 
down the red awning. At the last second, jump 
across the patio area to the opposite balcony. 
Jump back across to the tiled awning. From there, 
jump to the brick wall 


Enter the wood building and grab the Detonator Key. 
Return to the patio area and re-enter the library. Pull the 
switch next to the last unopened door. Go through the 
window to another outside patio, and continue out 
through its door. 


Blowing up the Hideout 

Make your way across the water and up onto the brick 
wall. Use the Detonator Key on the Detonator and blow 
up the building. Make your way through the building's 
rubble to exit the level 


> To conclude level three, you're gonna have to totally 
destroy Bartoli’s hideout. Sounds like fun, huh? 


Level Four: The Opera House 


Getting onto the Roof 


> The swinging crate at the beginning of the level may 
seem daunting, but it's easily overcome if you're careful. 


You start the level outside of the opera house, but you 
need to get to its roof to gain access inside. To get 
things started, walk to the far left edge of the platform. 
Inch all the way to the right, then jump to the balcony. 
Jump to the grey cement platforms across the water. 
Hit the switch on the middle level to open the roof to 
one of the buildings. Return the way you came. Jump 
through the now-open roof, located across the water 
from the platform with the swinging crate. Try jumping 
from the far right to avoid being hit by the crate. Inside 
the room, jump up on the crates to find the Ornate 
Key. Exit the room to the grey cement platforms, 
and make your way back to the wooden platform 
with the swinging crate. 


The next move is a jump to the tiled roof along 
the right wall. Fall and hang, then shimmy to 
the left and drop down when you can 
Entering the room below also requires a 
tricky maneuver. Stand with your back to 
the water and do a sideways jump to the 
left. You will slide backwards, allowing you 
to grab the edge as you fall. Let go of the ledge, fall, and 
grab the ledge of the window sill below. Break through 
the window to enter the room. Jump to the left over the 
jagged glass, then walk across the room to the ladder. 
Note: If you walk, the glass won't hurt you—a technique 
you will use again. 


Go up the ladder and make your way to the locked door. 
Use the Ornate Key to enter. Follow the passage around 
and climb the ladder to the roof. 
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The Roof 


It’s going to take speed and timing to get across the dis- 
integrating roof in one piece. Be quick. 


Move to the right of the ledge. Do a series of quick but 
precise jumps across the wooden boards to the other 
side before the boards disintegrate. Once across, go to 
the right to reach the main opera house roof. Once on 
the roof, go to the opposite corner tower with the 
swinging crate to find the switch that opens the way to 
the upper balcony of the opera house. 


Inside the Opera House— 
The Relay Box and the Circuit Board 


The view of the giant opera house from the balcony is 
great. It's your first look into an area you're about to 
spend a ton of time in... 


Once you are inside, hit the left switch to open the gate 
to your left—ignore the right switch and the panel until 
much later. Drop down into the room through the open 
gate, and hit the switch inside. This will close the gate, 
allowing you access to the upper balcony. 


Start by heading down to the stage. Enter the room on 
the left side (stage left), and hit the switch inside. This 
will open the gate to the upper platform on the right side 
of the stage. Jump up to the upper platform, and enter 
the room to the right of the stage. Walk around, posi- 
tioning yourself in front of the crack on the left wall. Use 
the crack to reach the switch to lower the bridge. Cross 
the bridge and jump onto the platform in the back left 
corner of the room. Climb up to the recess. Make a long 
jump from there to the uppermost platforms. Dodge the 
sandbags and hit the switch on the other side. The trap 
door on the stage will now be open. From the switch, 
go to the right. Slide and then jump through the trap 
door (the water will break your fall). Light a torch and 


explore around a little to finally find the Relay Box and 
the switch. The switch will open the trap door at the top 
of the ladder where you found the Relay Box. You will 
now need to get back to the top balcony to find the 
Circuit Board. 


Finding the Circuit Board 

From the top balcony, go down the hall in the back right 
corner and use the Relay Box on the panel next to the 
dead elevator. This will power up the elevator. Hit the 
Switch next to it and take it to the bottom floor. Exit the 
elevator and hit the switch inside the room to make the 
elevator go back up. Jump into the water that was 
under the elevator and explore until you find a room 
filled waist-deep with water. The Circuit Board is locat- 
ed here. Exit this watery area by exploring again until 
you find a lever to pull. This will open a gate and let you 
pull yourself out of the water. Now all you need is the 
Ornate Key to access the way back up to the panel near 
the entrance on the roof. 


The Ornate Key and the Backdrop 

Go up two platforms to the second floor and turn right. 
Go down the hall, passing the elevator on the right 
You'll reach a short hall with three windows with the let- 
ter B on them. In the room beyond, head right for the 
Switch next to the grey door. Slide down the shoot. At 
the last second, jump the fan at the bottom and grab the 
Ornate Key. To get out of the air duct system, you will 
have to make several treacherous jumps over the fans. 
The way is pretty clear, but to be successful takes a lot 
of skill. It is possible, though. 


To get started, climb the blocks to your right and jump 
to the slanted platform. At the last second, jump to the 
ledge beyond. Be sure to save after every jump. Once 
you're past the fans, pull the wooden crate to reveal 
the switch that opens the door. Now push or pull the 
wooden crate through the door and into the next 
room. Position it below the right side of the bottom set 
of windows. Go through the window, and push the 
wood crate inside onto the top of the other one. Now 
just jump to the top of the crates to exit the area. 
Return to the second balcony and use the Ornate Key 
on the keyhole. This will open the way back to the 
roof, and to the panel where you must use the Circuit 
Board. With the Circuit Board in place, hit the right 
Switch to raise the stage backdrop. Head back down 
to the stage to investigate. 


Backstage 
Backstage, there will be piles of crates. You can pull one 
of them out from the large pile to reveal a room with 


You will eventually climb to the top of these boxes and 
exit through the door on the top left. 


another switch. Hit the switch to lower the stage back- 
drop back down. Climb up the blocks to the opening up 
top. Walk out onto the ledge, then across to the right 
balcony. Enter the room beyond. Jump into the open 
doorway in the right corner, hitting the switch there to 
open the next door down the path 


Escape! 


Make your way to the back of this room to find a low- 
enough crate to climb. In typical TR fashion, you'll then 
have to head back to the front of the room. 


You'll find yourself in a large room with all the boxes. 
Drop down and find the lowest crate in the back of the 
roorn. Climb up it and make your way to the front of the 
room again, jumping from box to box. Hit the switch in 
the front of the room to open the door to the exit. 


Level Five: Offshore Rig 

Escape the Makeshift Prison 

At the beginning of the level, you wake up in a locked 
room without your weapons. The bad guys put you in 
there for safekeeping, but The Man can't keep Lara 


What happened last night? You will wake up a little 
dazed and confused—and without your weapons! 


down. It's your duty to find the way out. Pull the metal 
crate down the back wall to reveal the switch that 
opens the door. The door is timed and will shut after a 
moment. To make it in time, move the other crates in 
the room to create the shortest possible path from the 
switch to the door. Hit the switch 
and run for it 


Your Guns 

and the Yellow Pass Card |: 
Even Lara's no match for guns § 
when she's without hers, so 


With the plane's propellers stopped, you can safely jump 
to the wing. Otherwise, Lara is hamburger. 


you'll want to get them back. Immediately jump into the 
water. Watch out for the fan in the corner—crossing its 
path too closely ensures death. Pull the underwater 
switch to the left of the fan. This opens the grate to the 
duct on the right of the fan. Follow the duct to the pas- 
sage that leads to the plane. Drop to the lower dock and 
hit the switch to open a hatch on the bottom of the 
plane. Enter the plane and hit the switch inside to stop 
the propellers. Make your way though the duct and 
back to the dock 


Jump onto the plane's wing and enter it through the 
top hatch. Inside will be your precious guns, so you 
can stop running away from everybody. Jump into the 
water, and swim to the ledge by the door to where 
you were previously locked up. Grab the Yellow Pass 
Card from one of the guys you'll kill. Use the card in 
the control room to open the doors leading deeper 
into the level 


The Red Pass Card 

Hit the switch at the end of the short hall to turn off the 
annoying alarm. Head to the right to get the Red Pass 
Card; this unlocks the door down to the left. Use the 
action button on the hatch at the end to open it. In the 
next room, ignore the door at the top of 
the ramp—it will close as soon as 
you get close to it. Exit the room 
through the hatch on the right. Enter 
the bunk area and hit the switch in 
the top left bunk. It opens the 
hatch in the ceiling on the other 
side of the room. You will 
have to hurry because the 
hatch will shut after just a 
moment. Slide backwards 
down the duct and grab the 

ledge at the last minute. 


Inside the room below, 
move the crates around so 
one of them lines up with 
the ladder on the other side 
of the fire. Jump across 
and go up the ladder. Get 
the Red Pass Card off 
the guy you kill, and 
continue down the 

hall. You will even- 
, tually find your- 
self back in the 
control room 
(shoot out 


its windows for a shortcut). From there, go down the 
left path at the end of the short hall to the locked door. 


Surviving the Tanks 


You have to fill and empty the large tanks to get across 
and out of this puzzle room. 


Unlock the door with the Red Pass Card, and enter the 
room beyond. In this puzzle room, you'll have to fill and 
empty the large tanks to get across and out of the 
room. Immediately go up to the balcony on the left and 
start working on the crate there, moving it out so you 
can access the opening near the ceiling. In the control 
room down the passage, hit the switch to empty the 
water from the second tank into the first. Swim across 
the tank and hit the switch behind the machinery, to the 
right. A hatch will open in the control room, which you 
will of course want to go down 


The Green Pass Card 

After sliding, you will find yourself in a large room with 
tall platforms and water below. Start across the plat- 
forms on your left, and continue around clockwise until 
you come to the last platform. A recess in the wall will 
have the Green Pass Card inside. If you fall into the 
water, you can use the ladder in one of the corners to 
get back up to the platforms. The passage out is locat- 
ed a couple platforms back. To reach it, you'll have to 
jump up to it. Re-enter the control room. Hit the switch 
again to empty the first tank and refill the second. Use 
the Green Pass Card on the locked door and jump in the 
water, taking the long duct to the end of the level. 


The First Two Rooms 
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Jump across the water to this ladder, then turn off the 
deadly fan in the water. 


Get started by jumping across the water to the ladder. 
Hit the switch to turn off the fan at the end of the pas- 
sage. Dive into the water and pull the lever to open the 


door. Enter the next room and jump to the first platform 
in the water. Jump to the left or right side of it to avoid 
the swinging hooks. Jump to the second platform, and 
then to the other side of the room. In the next room, 
Slide down the middle into the hole. Jump out of the 
hole, slide, and jump at the last minute to the walkway. 


The Blue Pass Card 


Drop through the hold so 
that you will slide back- 
wards. Grab the ledge at the 
end to save yourself! 


Climb the extremely tall ladder and drop through the 
hole in the room beyond. You will drop to a slanted plat- 
form, which will make you slide. You'll need to land on 
itin a backwards slide, so you can grab the ledge as you 
fall. Drop down to the ledge of the catwalk below, then 
go to the left and find the space in the railing where you 
can jump through. Jump to the notch in the wall and 
grab the Blue Pass Card. Climb out through the open 
passage on the left wall, then climb back up the ridicu- 
lously tall ladder. Make your way back to the catwalk, 
but now go right and use the card to unlock the door. 


A Tricky Hallway and the Exit 


Here's the room behind the second hatch. You'll have to 
do some swimming here. 


You will now be in the next puzzle. You're in a hallway 
that surrounds a main room. Your big goal is to get 
inside that room, but first you will have to run around all 
over the place to get it unlocked 


Run to the right and open the second hatch you come 
to. Dive into the water in the following room, and go 
into the small underwater duct. Pull the lever to open 
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the left gate and swim through. Continue around 
through the ducts to a second lever. Pull the lever to 
open the door beyond that first hatch. Climb out of the 
water and open the first hatch back in that main hallway. 


When you enter the heli-pad, the helicopter will be tak- 
ing off and you won't be able to reach it in time. Enter 
the small room on the other side; it has a narrow hall- 
way with flames on the floor. Hit the switch to the left 
of the hall, then quickly hit the switch on the right. This 
turns off the flames in the back and then the front 


You can't do anything about the helicopter taking off. 


(respectively). Run to the back of the hall, jump over 
the trap door, and grab the Machine Chip. You can 
repeat this step to grab the goodie down the trap door. 
Return to the room beyond the second hatch. Push the 
crate to reveal the panel where you're to use the 
Machine Chip 


In the following room, jump in the water and swim 
down the tunnel. Climb out of the water (at the only 
place you can) into the room on the other side. Climb 
the ledge and hit the switch. This will open the door 
to the control room, which is inside the room behind 
the second hatch in the main hallway. Jump back 
into the water and return to that room, entering 
the control room. Flip the switch inside. The 
crane will move a cement platform to a spot 
where you can jump to it. From there, you 
can reach the other side of the room. Don't 
try to grab the red card on the ground until 
you have turned off the saw. Climb the crates in 
the right corner and flip the switch at the end of the 
passage. This will cause the heli-pad behind the first 
hatch to rise, closing the ceiling. 


Go to the heli-pad and drop down to where the pad 
used to be. Go through the passage. Finally, drop down 
into the main room in the center of that main hallway. 
Pick up the second Machine Chip off one of the bad 
guys you kill, then head back to the room with the saw 
behind the second hatch. Use the chip on the panel 
found across the water on the back wall. This will stop 
the saw and let you pick up the Red Pass Card. Re-enter 
that center main room, and use the card next to the 
locked door. Hit the switch to the left of the door before 
going through it. Go around the water in the next room 
to reach the passage on the other side, which leads to 
the end of the level. 


Level Seven: 40 Fathoms 

Where's the Air? 

After being dragged to the bottom of the ocean by the 
sub, spin around 180 degrees and follow the debris to 


Hurry to the hull of the sunken ship before you run out of 
air. A room inside is filled with that all-important oxygen. 


the rusted hull of a ship. Find your way inside by look- 
ing for the pipe coming out of the top of it in the corner. 


Further into the Wreckage 

Swim through two rooms, and pull the lever inside the 
third. A door will open in the floor for you to swim 
through. Follow the passage to a rusted room with 
crates stacked in it. Use the crates to jump to the open- 
ing near the ceiling. When you drop through the trap 
door in the next room, do so at the back right corner to 
avoid falling to your death. You can reach the exit in the 
next room by getting up to the tall, flat pillar against the 
wall. From there, you can jump to the exit. 


Switches and Flames 
The next puzzle area requires a lot of 
running around and pulling switches 
to open doors, but it's not that 
tough. From the point at which you 
entered, take your first right down the 
darker hallway. At the point where the 
hallway kinks, you'll find a room that you 
can access through the ceiling. Once 
inside it, flip the switch. Drop back into the 
hallway, continuing in the direction you were 
going, and make a right at the end. Follow the main 
hallway to the previously locked door. Enter the 
oom beyond and pull the switch. This will turn off 
Ц the flame in front of the next switch 
down the hall and to the right. Pull the 
switch to open yet another locked door. 
From the flames, go right, take your 
second left, and enter the now-open 
room at the end. Pull the switch inside to 
turn off the back two flames. Quickly run back to the 
other room with the switch that turns off the front two 
flames. Pull the switch. Before any of the flames come 
back on, run past them and hit the switch at the end to 

open the door. 


Moving into the Next Section of the Wreck 

In the next room, swim through the trap door and up 
until a closed door blocks you. In that section is a lever 
that opens the way to another lever back down at the 
bottom. Pull the second lever to open the previously 
closed door at the top, and exit through it. 


A Room Full of Rubble, and Your Escape 

Drop down into the room at the end of the hallway. Find 
your way down through a hole to the room below. You 
will notice three different openings in the room that lead 
to something, although you can't reach them all at this 
time. Go through the large opening on the right first. 
You get there by pulling the crate underneath it to give 


When you pull the right switch, you'll completely 
destroy the room with a ton of rubble. But hey, that’s what 
it takes to access some previously unreachable spots. 


It's a little tricky to find the right path up the pile of 
rocks. Start on the right and move to the left halfway up. 


yourself a boost. Inside will be a switch that opens the 
ceiling and fills the room with rocks. From there, climb 
through the first hole in the ceiling along the left wall. 


In this room, you'll want to climb the pile of rocks to get 
to the opening near the ceiling to the left. To get there, 
start climbing the pile from the right side, then cross 
over with a jump halfway up. Pull the switch in the 
opening to fill one of the rooms with water. 


Return to the room with the rocks and enter the open- 
ing in the ceiling to the right. Climb up to the large 
opening. Pull the switch inside to open a door at the 
bottom of the room filled with water. Go back to the big 
room with all the rocks and take the last passage on 
the back wall; it leads to the room filled with water. 
Dive in and go through the open door at the bottom. 
Follow the passage to the next room. Pull the switch 
inside to exit the level through the door. 

That's it for this issue—you're on your own 

until next month! 


ай PlayStation 


Officially licensed by PlayStation! 
Complete steering wheel, accelerator, brake and 
stick shift system! 4-way D-pad plus 8 programmable 
digital action buttons. Incredible 270° wheel rotation. 


property of their r 


ark of Nintendo of Am 


Sometimes, to achieve perfect control, you've got to get a little out of control. 

We at Team Mad Catz take pride in going the distance for you and your game. 
You want perfect replication of the high-speed oe experience. We ae it. 

The real wheel — for PlayStation and Nintendo 64. E 
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Street Fighter EX Plus 


Special moves and super combos list 


List Legend 


Here are the joypad equivalent of the commands, based on the default game settings: 


Light Punch (LP) = O 
Medium Punch (MP) = A 
Hard Punch (HP) = R1 


Akuma 
SPECIAL MOVES 
Gou-hado-ken..... 
Gou-shoryu-ken 
Shakunetsu-hado-ken .... 
Zankuu-hadoken..... 
Tatsumaki-zankuu-kyaku 
Sen Puu Kyaku...... 
Tenma kuu Jin Kyaku. 
Zen Hou Tenshin...... 
Ashura Senku (forward) 


Ashura Senku (backward) 


SUPER COMBOS 
Messatsu-gou-hado. 
Messatsu-gou-shoryu 
Tenma-gou-zanku .. 
Shungoku-satsu ....... 


Allen Snider 
SPECIAL MOVES 

Soul Force ... ыы 
Rising Огадоп.............................. 
Justice Fist ..... 
Vaulting Kick 


SUPER COMBOS 
Fire Force... 
Triple Break. 


Blair Dame 
SPECIAL MOVES 
Toshu Knife Hand. 


Sliding Arrow 


Shoot Upper... 


SUPER MOVES 
Mirage Combo Kick 
Spin Side Shoot 


Chun-Li 


SPECIAL MOVES 
So Sho Da : 
Eagle Talon 160... 


Lightning Kick... 
Spinning Air Kick ...... 
Hienshu ... 

Ryu Sei Raku.. 


SUPER COMBOS 
Kiko-sho.... 
Senretsu-kyaku 


Light Kick (LK) = X 


Medium Kick (MK) = O 


Hard Kick (HK) = R2 
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„When in the air press +, *, + +P 
„$, X, * + K (can do repeatedly) 


* «MK 


.. When in the air press + + MK 


wx HP 


„+, +, * + ЗР or 3K (ЗР makes Akuma move to the right, ЗК makes 


Akuma move to the left) 


+, +, « + 3P or ЭК (ЗР makes Akuma move to the right, ЗК makes : 


Akuma move to the left) 


ж, жж аР 
9,3, 5, 6 3 жұр 


+, =, +, ¢, v, + + P (execute in air) 


LP, LP, + + LK, HP (Level З only) 


+» ар 


КЕК 


+, +, © + P (deflects projectiles) 
+, u, +, x, ¢ + MK or HK (must 
be close to opponent) 


$3 5 9 X ар 
ox з + x eK 


* «MP 

* «MK 

* 9 ҰҚ 

+, €, ¢ + K (can do repeatedly) 
+, 9, э + K (when used against à 
crouching opponent, Blair will kick 
rather than throwing) 

* 9 жар 


$3, 9 + x ҰҚ 
9 9 + S ар 


* +HP 

While in the air press + + MK (can 
do repeatedly) 

K repeatedly. 

+“ 94K 

LLL 

press * « MP or HP (execute 
while in the air and close to your 
opponent) 


эжэ, e з +P 
+з, oH аҚ 


We'll use the following abbreviations throughout the moves list: 


P = Press any punch button 


3P = Push all three punch buttons 


K = Press any kick button 


Cracker Jack 
SPECIAL MOVES 

Dash Straight 

Dash Upper........ 
Final Punch . 
Batting Hero 
Soccer Ball Kick 


SUPER COMBOS 
Crazy Jack 
Homerun Hero .. 
Raging Buffalo 


* 
Darun Mister 
SPECIAL MOVES 
[ee 

Ganjis DDT.. 

Brahma Bomb. 


Indra Впаде............... . 


Darun Catch. 
Ganges DDT... 


Darun Catch. — 


SUPER COMBOS 
Dusk Lariat... 

Power Indra Bridge 
Super Darun Bomb 


Dhalsim 
SPECIAL MOVES 
Yoga Fire ..... 

Yoga Flame 


Drill Kick 


Yoga Teleport 
Special Таш... 


SUPER COMBOS 

Yoga Inferno... 
Yoga Drill Kick 

Yoga Legend.. 


Doctrine Dark 
SPECIAL MOVES 
Knife Nightmare 
Death Spin Kick 
Killing Blade ..... 
Dark Wire... 

Dark Spark..... 
Dark Hold 
Explosive... 


SUPER COMBOS 
Death Trump.... —— 
Dark Shackle. — 


Se € 9 X AK 


a + MK 


uv MU P 
„After Dark Wire, press Р 


3K = Push all three kick buttons 


Hold * for 2 seconds, then * +P 
Hold + for 2 seconds, then * + K 
Hold 3P or 3K, then release 

ex 4 P 


Hold + for 2 seconds, then +, €, + «P. 
+, €, e, 9, €, * BPO FP 
Hold + for 2 seconds, then +, €, + + К 


Рр 

* 9, 4 K 

360-degree counterclockwise 
motion + P. 

360-degree counterclockwise 
motion + K 

% “ГР 

* + MP or HP (execute while in the 
air and close to your opponent) 

+, +, +, © + P (use against airborn opponents) 


ox 9 9 4P 
«¢, ¢, HK 
360-degree counter clockwise motion twice + P (when near opponent) 


КЕ 

+x «ГР 

%,%,4%К(һів airborn opponents) 
+ + HP (execute while in the air) 

+ + HK (execute while in the air].— 
the angle of the drill depends on 
what direction you push. 

+, +, * + ЗР or 3K (3P to reappear 
far away, 3K to reappear close by) 
„m, 9, 8,8, 5, ¢, X, + + Kick (can be done in air) 


QA NS S NL 9 P 


+, ¥, +, +, 8, + + К (execute while in the air) 
Sex t x eK 


„э + МР 


КУС 


After Dark Wire, press € + Р 
n" 


ai, Mv, NEP 


+уз,э,+ eK 


А Decemaen У МОНИ РЕМ 1997 à 


.either * or * or + or * or * + MP or HP (When іп the air and near opponent) 


, X, *, +, €, * + P (execute while in air) 
,%:% 4%; ЕР 


Guile 


SPECIAL MOVES 

Spinning * Knuckle.. + HP 

Rolling Sobat ..* or + + МК 

Heavy Stub Kick or* + HK 

Sonic Boom „Ной * for 2 seconds, then + + P 

Flash Kick...... Hold * for 2 seconds, then Up + К 

Flying Buster Огор.................. * « MP or HP (Execute while in the air and 
near opponent) 

SUPER COMBOS 

Opening Gambit Hold + for 2 seconds, then press *, +, + «P. 

Double Flash Kick 018 * for 2 seconds, then press э, к, а +K 

Hokuto 

SPECIAL MOVES 

Cho Ho........ 9 + HP 

Kyaku... ж + HK 

бо Ко... +, +, * + P (use when about to be attacked) 

Ryuusui . 360-degree counterclockwise motion + P 
(execute when close to opponent—oppo- 
nent will be undamaged but open to attack) 

Сһидек+боһ.................... ар 

Shinku-geki... жар 

Shinkyaku-geki... +e к 

{ЖР НИНИН ..# + Por K (used during Shinku-geki or 
Shinkyaku-geki—Hokuto will spin around instead of darting forward to attack) 

SUPER COMBOS 

Kiren-eki Q9, 9, €, 9, €, 9 «P 


ERRA аҚ 
NN Hoo P 
Renbu.... сомен ІР LP, * + LK, HP 


"m 
Kairi 

SPECIAL MOVES 

Jinki-hatsudo. ed ds d 

Maryu-tekko. PTT 

Mouryo-kasen.. +, €, * + K (can be done repeatedly) 
SUPER COMBOS 

Shinki-hatsudo ..... , €, +, +, 9i, + + P (execute in the air) 


Sairou-kyousyu. Qu e S ee EP 

Gairyu-messyu wad, 9, 9, ¢, 9, + + K (execute in the air) 

Kyoja-enbu..... PLP + +LK, HP 

Ken 

SPECIAL MOVES 

Hado-ken................ wen, 8, 9 dd 

Shoryu-ken ms ажар 

Tatsumaki-sempu-kyaku......... +, €, ¢ + K (can be done repeatedly) 

Zen Hou Tenshin .......... +e es P 

Jigoku Fuusha (Air Throw)... + MP or HP (Execute while in the air and 
Close to your opponent) 

SUPER COMBOS 

$һогуотерра........................ $3, 9, + 3 9 4 P 

Shinryuken ........ ож, M, 4, +, ж, 5 + K (tap any button during the move for extra hits) 

M. Bison 

Special Moves 


Vega Warp (forward) 
Vega Warp (backward) ..... 


wee, 9, 9 + 3P or 3K 
+, +, © + 3P or 3K 


Psycho Crusher .......... lold * for 2 seconds, then + + P 
Scissors Kick... .... Hold * for 2 seconds, then * + K 

Head Stomp „Hold * for 2 seconds, then Up + К 

Skull Diver Press P after Head Stomp 

SUPER COMBOS 

Psycho Cannon... „Hold + for 2 seconds, then +, €, + +P 


Knee Press Nightmare... Hold + for 2 seconds, then +, €, + + K 


Pullum Purna 
SPECIAL MOVES 

Femina Wind 
Araku Fist... 
Araku Wrist. 


.. or * or a while іп the air 

* «MP 

„+ + MP (execute in the air; Pullum 
Switch positions with her opponent) 


Dence Wind... eren „+ + MP or HP (execute in the air and 
near opponent) 

PUI RICK iicet 9,%,4 ы“ К 

Ten'el Kick. en Oy Y © +K 

Drill Purrus. v, и 94K 

SUPER COMBOS 

Res Arcana. m A E T EK 


Praec Larum ... +*+ tK 

R 

Ln 

Whirlwind Leg ++ MK 

Hado-ken DER 

Shoryuken ыш ажар 

Tatsumaki-sempu-kyaku +, ч, ¢ + K (can execute three times 
їп а row) 

SUPER COMBOS 

Shinku-hado-ken +w oo ар 

Shinku-tatsumaki EEEE © + K (can doin the ait) 

Sakura 

SPECIAL MOVES 

Hado-ken. DERIT) 

Shououken КЕС 

Shunpu-kyaku Sen, “Ж 

Special TaUnt........... ` LP+LP + «LK e HP. 

SUPER COMBOS 

Shinku-hado-ken жаза аяар 

Midare-sakura eee +K 


Haruichiban 
Shungoku-satsU...... 


Skull-0-Mania 
SPECIAL MOVES 

Stepping Upper ................ 
Heel Drop. 
Skullo Dash 
Skullo Flip.. 
Skullo Head 
Skullo Crasher. 
Skullo Slider 
Skullo Dive 
Skullo Face Slam 
Skullo Tackle ....... 
Taunt. 


oo M e к EK 
LP, LP, * + LK, HP (Level 3 only) 


t+ «+K 

Skullo Dash into opponent 
360-degree counterclockwise motion + HP (you will continue to taunt until 
you move, get attacked, or get damaged) 


SUPER COMBOS 
Super Skullo Crasher. 
Super Skullo Slider 
Skullo ғат... 
Alternate Skullo Dream 


$3 э + ар 

жона + з ЭК 

PK LP * € LK HP 

„During Skullo Dream, press and hold + + LP + LK (the attacks for each hit 
change—cannot use Skullo Dream Final during Alternate Skullo Dream) 

„During Skullo Dream Press and hold LP + MK, then press +, €, +, +, +, + 
{you must in each direction for each hit to get the final laser attack—move 
takes up no Super Combo energy) 


Skullo Dream Final ....... 


Zangief 
SPECIAL MOVES 
Flying Body Attack ... 
Stomach Block ............ 


When in the air press + + HP 
..* or * + K (you must be behind your 
opponent for this move to work) 
Double аі... BP 
Spinning Pile Driver 360-degree counterclockwise motion 
+ P (must be near opponent) 
..360-degree counterclockwise motion 
+ K (must be near opponent) 
„Ж 


Russian Suplex... 


Quick Double Lariat. 


SUPER COMBOS 
Final Atomic Buster. — 


360-degree counterclockwise motion twice + P or 3P (you must be close to 
your opponent) 

ССИ 

+, ©, ¢ + К (use during Super Stomping; takes up no Super Combo Energy) 


Super Stomping.............. Я 
Super Stomping Canceller 
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Test Drive 4: Producer's Strategy 


the intricacies of road racing 


Гв) n the surface, Test Drive 4 is a fun (if 
not a little difficult) racer. After 
you've played it a bit, you will find a depth 
that turns it into more of a sports car sim. 
Each car has many subtleties, and each has 
its benefits and drawbacks. The car han- 
dling is rich in detail, and you must study it 
well to become the king of the road. 

To getthe most accurate and useful infor- 
mation about TD4, we went to the game's 
Assistant Producer from Accolade, Slade 
Anderson. Slade gave us a rundown on each 
of the cars, describing what their best 
attributes are and pointing out some of their 
weaknesses. He also went through all the 
courses, highlighting strategies for master- 
ing the roads. 


The Machines: 
Know Your Steel Before 
You Get Behind the Wheel 


To maximize your speed and achieve the best times, 
you have to learn the ins and outs of your car. Our 
Producer's Strategy will show you how to unlock each 
one's road-ruling potential. 


VIPER 
Acceleration: 
Average 
Handling: 
Above average 
Top Speed: 
Average y 
Best Tracks: ic 
Keswick, England; Bern, Switzerland 
Difficulty Level: Beginner 


"The Dodge Viper is an excellent car for beginning to 
intermediate players. It's a heavy car, so it lets you push 
around opponents (as well as cops!) It has a good brak- 
ing ability, which is essential for effective handling. 
Although it has a long body, which makes it somewhat 
of a beast in tight turns, its weight and width help it stick 
to the road. This car can be a big advantage on tracks 
with harsh weather conditions. 

Overall, the Viper is an easy, fun car to drive. Its 
steering and braking make it fairly forgiving, although it 
still accomplishes some rather spectacular crashes. Its 
sleek design and elegant curves are great for impress- 
ing friends and neighbors, but it's hard to win big with.” 

—Slade Anderson, Assistant Producer 


“98 CORVETTE 
Acceleration: Average 
Handling: Average 


4 DECEMBER AAAAAAAAA. 


Top Speed: Below average 
Best Tracks: Kyoto, D.C. 
Difficulty Level: Beginner to intermediate 


"The '98 Corvette is a mixed bag—it's best on tracks 
with short, quick, undulating curves (Keswick), or on 
those with long, obtuse curves such as in D.C. or Kyoto. 

D.C., in particular, is a great track to showcase the 
'98's strengths and illuminate its drawbacks. From the 
start line, the Vette's mediocre top speed and accelera- 
tion are obvious. However, as you come through the ini- 
tial snake curve onto the mall section of the track, the 
Vette's ability to weave in and out of traffic are critical, 
as the cars start to wreck." 


JAGUAR 
Acceleration: Average to above average 
Handling: Above average at low speeds, below aver- 
age at high speeds 
Top speed: Excellent 
Best Tracks: S.F. and D.C. 
Difficulty Level: 
№ Advanced 


"The Jaguar's strength 
is its fast speed, although 
the top speed of 208 mph is rarely required to defeat 
adversaries. In general, you will rarely need to use the 
brake, but plan ahead and decelerate early for deep 
turns. On more extreme turns, position the Jaguar on 
the opposite side of the street and start the turn early 
(usually catching part of the sidewalk or border). Avoid 
hitting the sides of the road completely, as they will 
cause you to skid out of control. Catching the turn at the 
precise point and letting off on the gas a bit will usually 
prevent unwanted collisions with the side walls. The 
Jaguar has an extreme tendency to skid or fishtail, espe- 
cially when braking during a turn. You should start to 
brake at least one second before turning. At high 
speeds, turning while braking will produce a beautiful 
Side skid, but it's often difficult to recover from. If you 
find yourself fishtailing, let off on the gas and steer the 
car by tapping against the skid. If you find yourself in an 
uncontrollable skid or roll, it's better to ride it out (don't 
accelerate or brake). With manual transmission, you can 
downshift for a noticeable advantage instead of braking. 
Using manual shifting properly will also increase your 
acceleration and handling." 


CERBERA 

Acceleration: Above average 
Handling: Above average — 
Top speed: 
Average 

Best Tracks: 
England, Alps 
Difficulty Level: 
Intermediate to advanced 


"With its sleek design and bright red color, the Cerbera 
has 'class' written all over it. The Cerbera's five speeds 
will give you the acceleration you need to get out in 
front of the pack. Its handling is above average, and it 


holds the road even better when you don't accelerate 
throughout the turn. Using the brake with this car is 
where the difficulty comes in. You never want to brake 
with the Cerbera while taking a turn because the car will 
slide and lose control at the drop of a hat. Use the right 
or left side of the track to straighten it out if this occurs. 
The best method for optimal performance would be to 
let off the gas—or downshift if you are in manual trans- 
mission—and let the handling do the rest." 


3002X 

Acceleration: Average 
Handling: Excellent 
Top Speed: Average 
Best Tracks: Any 
Difficulty Level: 
Beginner 


"The 300ZX would be a good choice for tracks like 
England or the Alps. This car will not disappoint you 
when it comes to handling. Using the brake and gas 
while taking a turn rarely causes it to slide. If the 3007Х 
gets into an accident or starts to fishtail all over the road, 
let off of the gas or try downshifting to regain control of 
it. This car is definitely recommended to the drivers who 
want more control. In trade, you must accept the loss in 
top speed and the inability to force the car to swerve out 
of control." 


COBRA 

Acceleration: Excellent 
Handling: Above average 
Top Speed: Average 
Best Tracks: All except 
D.C. (ones that require 
good top speed) 
Difficulty Level: Beginner to intermediate 


"The '66 Cobra is a great beginner's vehicle. Although 
it's not blessed with an other-worldly top speed, it does 
have other-worldly acceleration that holds you in good 
stead right off the mark, and also when resetting after 
an accident. 

San Francisco is an excellent track on which to famil- 
iarize yourself with the Cobra's many positive attributes. 
From the starting line, the car's exceptional acceleration 
keeps you in the pack on the bridge. Its ultra-responsive 
handling also makes dodging the dense obstacle traffic 
on SF's initial straightaway a snap. It's critical to avoid 
even the slightest contact with drone cars, due to the 
Cobra's exceedingly light weight—a minor bump on the 
rear quarter panel from one of the heavier cars (the 
Chevelle or Cuda, for instance) will send it hurtling out 
of control." 


CHEVELLE 
Acceleration: Below 
average 

Handling: Average 
Top Speed: Above 
average 

Best Tracks: Kyoto, D.C. 
Difficulty Level: Advanced 


“The Chevelle is a big, heavy muscle car, like its broth- 
er the Cuda. Being a big car, it's surprisingly agile under 
any track conditions. If there is enough room on a track, 
it just may reach its top speed and blow by your oppo- 
nents. But the best strategy is to use manual transmis- 
sion (refine your shifting technique on the drag strip) 
and smash your way through any track. For the true 
muscle car enthusiast only.” 


CUDA 

Acceleration: Below average 

Handling: Average 

Top Speed: Average 

Best Tracks: Kyoto, D.C. 
Difficulty Level: 
Advanced 


"The Cuda is exactly like its cousin the 
Chevelle. It's just an all-around fun car to see and feel 
driven. Again, you need to learn stick if you want to get 
anywhere. It's sturdy and handles great on any track." 


CAMARO 
Acceleration: Above 
average from 0-30 
mph, below average 
after that x: 
Handling: Below average 
Top Speed: Excellent 
Best Tracks: S.F. and D.C. 
Difficulty Level: Intermediate to advanced 


"The Camaro is the quintessential 1970s road racer. 
This tank sports an excellent top speed for those large 
American road races, with the grace and handling of an 
M1 Abrams tank. This car will plow through small pile- 
ups and keep on going. The Camaro corners adequate- 
ly at lower speeds and can be an asset where turns are 
mild and predictable.” 


“69 CORVETTE 
Acceleration: Above 
average 

Handling: Above 

Я average (great for 

ы jumps апа bumps) 


Top Speed: Excellent 
Best Tracks: Handles all of the courses well, but San 
Francisco is a sheer pleasure 

Difficulty Level: Beginner, but awesome for veterans 


"The "69 Corvette is an all-around great car. It handles 
corners very well into the higher speeds and comes out 
on top. Be wary around competitors, as this car is easi- 
ly manhandled and can be forced off the road by com- 
peting motorists. The '69 Corvette is excellent at cutting 
those hard-to-read corners and accelerating out of 
them. Don't crash in this buggy though—you could be 
spinning out of control while your competition leaves 
you in the dust.” 


Track Strategies: 
Learn the Lay of the Land 


Along with a good familiarity of your car, you must also 
become intimate with the road you are racing. Nothing 
will improve your times more than knowing where and 
when that next turn will come up. In our Producer's 
Strategy, Slade reveals some of the courses’ intricacies 
and some specific hints on how to best race them. 


general strategies 


These strategies will 
help you get the fastest 
speeds and the best 
times. They apply to 


For cars with poor han- 
dling, smacking against 
the sidewall may help 
you take the corners a 
bit faster without slow- 
ing down, although it 
will make you more sus- 
ceptible to spinning out. 
Just go straight into the 
wall and keep your fin- 
ger on the forward D- 
Pad until the car straight- 
ens out. Of course, it's 
best to just slow down 
before a turn. 
Remember, the cars 
can't be damaged, and 


gas, or you will spin out 
of control. Advanced dri- 
vers will often use this 
technique to powerslide 
through turns, however. 


* Powerslides are fun 
and can save you time. 
But as you become more 
advanced in your driving 
skills, you'll find that cut- 
ting the corners saves a 
lot more time and re- 
duces the chance of 
crashes and rolls. 


that. The cops will also 
stop chasing you after 
you pass a checkpoint. 

If you get pulled over 
by the police car, it will 


* It's a really good idea to 
learn how to use the 
manual transmission. 
Using lower gears will 
help you make it through 
those tight turns. You 
can practice and refine 
your technique on the 
drag strip course. 


slow you down until you 
are fully stopped. To save 
time, hit the brake and 
slow down immediately. 
As soon as you are 
stopped, the police car 
will let you go. 


* Remember to take ad- 
vantage of the bird's eye 
view to see the next 
turns in the road. 


* Be sure to stay a safe 
distance from the com- 
puter competitors. They 
are known to try to knock 
you off the road and 


* |f you are being tailed 
by a police car, pull in 
close to a passing motor- 
ist and let the police car 


crash into it. The police 
car will be out of com- 


make you lose it. The Al 
is treacherous. 


using this to your advan- If your car doesn't 
tage can take seconds handle as well, get ahead 
off your time. on the straightaways and 

play conservatively for 
• Don't таке sharp tums {Һе rest of the race. 


while pressing on the 


England 

“The England course is laden with turns of different 
degrees and a few rare straightaways. This course is 
best for cars with better handling rather than higher top 
speeds. Be wary of the caves—take them a little slow- 
er and make sure you don't run into the small black car. 
On this course more than all the others, you will have to 
make good use of the brake and downshifting. The few 
straightaways come before and after the section mark- 
ers. For larger cars lacking the excellent handling, the 
straightaways and the mild turns are saviours for mak- 
ing ground and placing well. This is not a good course to 
make use of the sidewalls. Generally, the grass on the 
sides of the road will slow you down too much to make 
them effective. It's safer to slow down to make the turn 
on the road, then accelerate out of it to get back up to 
top speed. Another nuisance are the mountain barriers, 
which cut the side of the road completely off." 


RACE POSITION 
6 


044 


Stay to the right-hand side in 
the first tunnel. 


mission for awhile after 


A Hug the right wall on the 
cobblestone road. It won't 
slow you down much, and it 
moy help you avoid a crash. 


A In the grove of trees near 
the end of the course, stay 
to the left, hugging the І 
wall if necessary. 


San Francisco 

“This is a great course for beginners and a fun course 
for even the most advanced drivers. It has a lot of mild 
turns and straightaways, and the entire course consists 
of four-lane roads. You'll have no problem with space on 
the road even if there is a car pileup. This is a good 
course if you haven't quite got the handling down. You 
can use the side of the road by riding it all the way 
instead of smacking it head on, and it will only slow you 
down a little. The big hill going down to the harbor is a 
pleasure to drive and gives you an excellent chance for 
air. If you hit it just right, you can get some insane air 
and skip out on some of the cross-traffic. Even though 
the cross-traffic is random, you're likely to find a hole 
on the right side. On a few of the more extreme turns, 
use the sidewalk to slow you down and cut the corner 
as close as you can. If you can hit it right, you will bare- 
ly have to slow down at all and you won't go barricad- 
ing into the side of the street. Take note: the sidewalks 
do slow you down some, but in many cases it's more 
of a help than a hindrance." 


A To avoid most of the 
cross-traffic on the large 
hill, stay to the right of the 
road. Even though the 
cross-traffic is random, you 
are likely to find a hole on 
the right side. 


A When you get into the 
Chinatown area towards 
the end of the S.F. race, be 
careful—there are no side- 
walks to rely on, and the 
corners make it difficult to 
maintain control. 


Switzerland 

"This is somewhat of a multiple terrain course. Here, 
you will encounter short straightaways and very 
extreme turns, race-hindering bumps that send you fly- 
ing straight into the sidewalls, and weather conditions 
such as slippery roads and snow. In this course more 
than all the others, you will have to use the brake in the 
extreme turns or you will spin out. In the snow areas, 
letting off on the gas a second and a half early is a lot 
more effective than slamming on the brakes. 

It is a good idea to get as much ahead of the pack at 
the beginning of this race, as it is difficult once you are 
out of the city and onto the small roads of the country- 
side. If you're using a manual transmission, get into 
fourth gear and stay there at the beginning of the race. 
Let the gas off a bit around the turns, and then switch to 
fifth gear once you are on the straightaway outside of 
the city. Handling is very important in this race, but you 
can do well if you exercise good control of the brake and 
take the bumps slow and easy. When you reach the 
snow, don't try to gain your top speed. The large open 
road will be tempting, but the snow will let you know 
that you aren't master of the slopes." 


After the first over- 
head bridge, there 
will be cross-traffic 
pulling out in front of 
you from the right, 
with one car from the 
left, before the Stage 
One banner. 


> Watch out for the 
‘wooden bridge. 
Immediately following 
it is a massive bump 
you will want to slow 
down for. 


Washington D.C. 

“This is another great course for beginners—lots of big 
open roads and long straightaways. There aren't too 
many mild turns, as most of the turns have multiple 
parts shifting back and forth—left to right or right to left 
D.C. is the best course for pure exhibition of speed. For 
cars without the excellent handling, you will have lots of 
time to catch up on the straightaways, provided you 
take the turns slowly and don't crash too often. Beware 
of car pileups because even though all the roads are 
wide, multi-car pileups can extend for three or four 
lanes. There isn't much cross-traffic here, with the 
exception of one place, which can be a killer. You can 
take this cautiously and almost certainly get through it, 
or you can barrel through it, close your eyes, and pray 
you won't hit anything. The end of the race has the 
greatest display of speed, as you drive on a long intense 
straightaway to catch up to the competition or gain 


rhe secret stuff 

The Extra Tracks 

Test Drive 4 has five extra tracks to race on. Actually, 
they're just the original five tracks but in reverse and 
at night. Finish in first place in a single race on any 
track to earn its counterpart. 


> If you really 
hone your 
skills and 
achieve first 


Both the San Francisco and England tracks 
are more dramatic at night. 


The Hidden Cars 

You can earn some extremely cool cars by winning 
the various Cups. You can only use these extra vehi- 
cles in the Single Race mode. 


winning the 
Championship Cup. 


The sleek 
Dodge Viper is 
your prize for 
winning the 
Challenge Cup. 


The Pit Bull 


Cop rewards 
you with the 
TVR Project. 


Snare the 
Masters Cup for 
Yourtelt ud 
you'll get 
Pitbull 
Special. 


ground on your opponents. Then it's one sharp right 
straight into the finish line. 


A When you see the buildings directly in front of you, SLOW 
DOWN! This is the worst turn of the course, and you have 
to be ready for it. If you take it too fast, you will smash 
into one of the walls before regaining control of your car. 


A When you reach the ending straightaway, start planning 
for the final turn. If your car doesn’t handle well, you will 
want to hug the left wall going around the turn and pull 


away into the finish line. Even if your car's handling is 
awesome, you will be moving at top speed, so the left wall 
is likely to be your friend as well. If may also help you 
avoid computer cars, as they never use it. 


Japan 

"Once you have mastered the San Francisco and D.C. 
courses, the Japan course will take you to the next 
level. With medium-length straightaways and mild to 
medium turns, this course incorporates varying sized 
roads. It switches between small two-lane roads and 
four-lane monster roads. The trick here is to avoid get- 
ting into accidents on the small roads and pass the com- 
petition on the larger stretches. It has a couple of 
bumps, but they won't bother you as long as you take 
them head on. In other words, you won't get much air 
here. In the middle of the course, you get to drive 
through the local mall at blazing speeds with only mild 
turns as the onlookers run for the barricades. Be 

careful of oncoming traffic, avoid trucks 
throughout the course, and you should be fine." 


4 The small roads have a 
few large trucks. Make 
sure you aren't too close to 
other cars so you don't get 
stuck behind them as they 
pass the trucks. 


A You will probably want to 
hug the wall in a few turns, 
including the one immedi- 
ately following the mall. 
You'll recognize it by its yel- 
low-marked barricades. 
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You have the POWER. In this contest you don't rely on the luck-of-the 

draw. You determine if you win or not. You win by outscoring others in a game of 

skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 

but its only the start. Each of five more puzzles get a little harder. But this time it's all 

шр to you. Stay in to the end with the highest score and the gear is yours. 
ith whatever options you want. Do you have what it takes? Then play to win! 


Computer Contest. Wina blazing fast computer with 300 Mhz MMX 
Pentium Il, 32 meg. RAM, 4 Gig. HD, 24X CD-ROM, Windows 95, modem and more! 


Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation w/ ASCII control pads; Sega Saturn; Game Boy Pocket; and 
Nintendo 64! Get all four or trade the ones you don't want for CASH! Bonus options 
include: 33 inch monitor, $1,000 in games, cash, accessories and more! 


K BLAST 
15 SPRAY 
.R PRESS 


H SLANT 
MYSTERY WORD CLUE: 
WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


Media Rig Contest. The Ultimate Gaming Environment, 60 inch monitor, 
130 watt receiver w/ Dolby Digital Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away! 
We're talkin’ GAMING HEAVEN! 
Directions. Fill in the Mystery Word Grid with words oing across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 
In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 55% will have the 
highest score possible score to Phase 1, 43% to Phase Il, 36% to Phase Ill, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 


ENTER ME TODAY, HERE'S MY ENTRY FEE: 
C ($3.00) Video Game Contest 

[5 ($3.00) Media Rig Contest 

C ($3.00) Computer Contest 

C ($5.00) SPECIAL! Enter them all (SAVE $4.00) 


Name Age 


TVW ANY апо 


Address 


State 


SEND CHECK OR MONEY ORDER TO: 
PANDEMONIUM, Р.О. BOX 9045 
GRESHAM, OR 97030-9045 


VOID WHERE PROHIBITED « ENTRY DEADLINE: POSTMARKED BY FEB.21ST, 1998 « ENTRY FEE MUST BE INCLUDED 
Only one entry per person. You must be under 30 years old to win. Employees of Pandemonium and its suppliers are ineligible. 
Judges decisions are final. Not responsible for lost or delayed mail, Open to residents of the U.S, and Canada, Offer not open to 
residents of Minnesota. You can request Winners List and Official Rules by writing Pandemonium Rules, 2870 NE Hogan Dr. 
4425, Gresham, OR 97030. Merchandise names and models are trademarks of their respective companies who, along with this 
magazine, have no affiliation with this contest. © 1998 Pandemonium Promotions, Inc. 
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Zip 


о follow up on last issue's introduction to the amazing uni- 
” verse of Colony Wars, we've put together a list of game strate- 
gies and a walkthrough for the first five acts. Each act contains three 
to five missions, and what missions you take depends on your perfor- 
mance. Because of this, you will skip around, rather than proceeding 
through the acts chronologically. 


it the most useful navigational aid at 
your disposal. 


ZÎ) he best advice for someone 
ОЮ about to enter Colony Wars is 
simple: practice. A deep familiarity with 
the handling of your fighter craft in space 


piled some helpful tips, as well as some 
useful advanced skills you can use once 
you're fully comfortable maneuvering 
through space. 


never know when an even more power- 
ful enemy will enter the fray. 


Be wary of wide burst weapons when 


Never sit still! Always keep moving, or 


is by far the first and most important skill 
to develop. Try playing through the train- 
ing missions multiple times to build up 
your skills before entering actual combat. 
To help you on your way, we've com- 


Controlling Your Space Craft 
Experiment with the different 
views, as each are benefi- 
cial to a different type of 
combat. You should be 
competent with them all. 


Become familiar with 
your navigational aids as 
Soon as possible. Note that 
the dots in your Holo-Radar 
have two modes: hollow and full 


A hollow dot represents a fighter that's 
behind you, while a solid dot represents 
atarget in front of your craft. Also, make 
full use of the circle and arrow in the 
center of the screen—this display gives 
the direction of the nearest ship, making 


The internal views are generally more 
favorable for dogfighting. 


When you get lost, just use the arrow to 


The third-person view is best for attack- 
get back into the action. 


ing large fleet vessels. 


else you will quickly be targeted and 


shooting at an enemy craft that is attack- 


bombers will slip through a jumpgate by the rear of the 


obliterated by enemy lasers. 
This is never more true than 
when you're flying around 
fleet craft 


ing friendly craft. Your stray fire may hit 
the craft you are trying to defend. 


Use your reverse thrus- 
ters to make tighter 
turns and to conduct 
advanced aerial maneu- 
vers. Tight throttle control 
is an essential skill to master. 


When attacking large battleships and 
installations, use attack runs in which 
you constantly weave. When you pull 
out of the run, use the rear view to 
dodge retaliatory fire. You will also want 
to give yourself some room when you 
are pulling out of the run—your craft 
will drift a bit as you turn, and collisions 
are very costly. Each craft handles dif- 
ferently, and pull-out distances are dif- 
ferent for each 


Make sure your weapons don't take out 
the craft you are trying to defend! 


Weapon Tactics 

Always use mines to distract incoming 
missiles—we cannot overemphasize 
this defensive tactic! 


Use EMP weapons as much as possible to 


Conserve your missiles and torpedoes 
for the most troublesome enemies—you 


immobilize fast-moving targets, then go in 
for the kill with your normal lasers. 


objective is to destroy all the escape pods before they 


Mission 1: Initial Duty 

This mission takes place in the surrounding area of a 
starport, where two enemy scout ships have begun to 
attack. Your job is to protect the starport and several 
large civilian ships in the vicinity. You must be careful to 
divert your fire away from the civilian ships, whose 
docking positions serve as risky obstacles. 


Mission 2: Defending the Civilian Convoy 

At the opening of this mission, the League civilian trans- 
porters will be threatened by three Navy strike craft. You 
need to intercept these fighters and destroy them 
before they reach the transporters and open fire on the 
convoy. After the strike craft are destroyed, a group of 


transporters. Again, you must head them off before 
they enter their firing range. What the bombers lack in 
speed they make up for in firepower, so it's imperative 
that you wipe out every ship (without relying too heavi- 
ly on the support of your wingman) 


Mission 3: The Navy Threatens Gallonigher 

As this mission opens, two Navy Scout craft will be 
destroyed as they approach your defending ship. This 
prompts a Navy frigate to de-cloak adjacent to the 
allies’ prison ship. Once the frigate shows itself, the 
allied ship will begin to involuntarily release all of its 
escape pods, each carrying a Navy prisoner. The Navy 
ship will tractor in each escape pod one at a time. Your 


can reach the frigate's docking bay, or to obliterate the 
Navy vessel entirely. 


ісі 2° Th 
ct 2: Th 


Mission 1: Battling for the Platform 
In this mission, your prerogative is to fully disable a bat- 
tle platform swarming with Navy fighters. The fighters 
are launched into battle from a giant warphole the plat- 
form sits on. You must first remove all the fighters with- 
out firing directly upon the platform, as you will destroy 
it. To disable the platform, throw your ship into a roll, 
heading straight toward it. Keep your EMP guns con- 
stantly engaged. Pull up slightly just before you are 
about to crash so you are parallel with the surface. 


4 Decemaen У. ت‎ ЛУ УЛУ T PSM 1997 a 


wun, 


Occasionally point the nose of your ship downward so 
your fire hits the platform. 


Mission 2: Regrouping for the Platform Assault 

If you have not disabled the platform within a minute 
and a half, a stream of League APCs will be forced to 
launch from a nearby frigate without your protection. 
Continue your attack upon the battle platform until you 
are sure it is fully disabled, then immediately return to 
the frigate to defend the APCs. A jumpgate will have 
opened ejecting a fleet of Navy interceptors, which you 
can avoid for the time being. Stay behind the APC and 
watch your back with your reverse view. Be aware of 
the enemy's attempts to divert your attention away 
from the APC—this is an opportune way for them to 
sneak past you and destroy the defenseless frigate. 


Mission 3: Attempting to Secure Gallonigher 

As in the previous mission, again you must defend the 
League APCs from enemy attackers. This time, howev- 
er, the battle platform will have already been disabled. 


Mission 4: Saving the Battle Platform 

In Mission 4, you must thwart off a few Navy fighter 
ships before going head-to-head with the enemy frigate 
(you'll be warned about the frigate in the opener). Use 
your lasers rather than missiles to destroy the fighters. 
After you take care of them, the frigate will de-cloak. It 
will begin approaching the battle platform, stopping 
when fired upon by the League frigate’s laser beams. 
This will cause the enemy vessel to expel some Navy 
strike craft directly at your ship. You must annihilate 
these craft if you are to destroy the frigate. It is impera- 
tive that you sabotage the enemy frigate with your fire- 
power, otherwise it will take out both the League frigate 
and the battle platform. 


Mission 5: Closing the Warphole 

At the beginning of the mission, look out for three Navy 
bombers that will come through the warphole to attack 
you. Use your plasma cannon on these slow-moving 
ships rather than your missiles. After you waste the 
bombers, a cruiser will shoot through the warphole to 
threaten you and the battle platform by firing intercep- 
tors. To finish this mission successfully, you must hit 
the cruiser with your scatter lasers and missiles (lock- 


ing on is not necessary) and rid your airspace of any 
remaining fighters. 


Mission 1: The Navy turns on Diomedes 

Four Sirens will threaten the League frigate as it comes 
through the warphole. You must destroy them. Within 
the first two minutes, the Sirens will emerge from the 
warphole. Immediately afterward, some Navy fighters 
will appear through a nearby jumpgate. Focus only on 
attacking the Sirens, as the fighters tend to act as a 
decoy. If you go after the fighters, the unattended 
frigate may be pulled away to a nearby mine field by an 
enemy tractor beam. Try not to stray too far from the 
League frigate as soon as it arrives, as it will constantly 
be under attack. 


Mission 2: The Threatened Frigate 

In this mission, a League frigate is trapped by some 
Navy Sirens that you must destroy in order to free it. 
You can only reach the frigate by flying around a mine- 
field (if you attempt to fly through it, you'll be putting 
your life on the line even more than usual). Once 
released, the League ship will attempt its escape. 
Some enemy frigates will de-cloak on either side to 
detain it once again. The Navy frigates will launch some 


fighters, all of which you must take out in order to force 
the frigates back into a jumpgate. The League ship will 
now be free to leave. 


Mission 3: A Bomb in the System 

This mission takes place in the midst of an asteroid 
field, where an enemy frigate has launched some APCs 
to meet up with a waiting destroyer. Wait for the APCs 
to come to you rather than attempting to intercept the 
fleet craft—they should not be too foreboding, as they 
have no weapons. Just watch out for the two addition- 
al scout craft that will be launched. These will attack 
you, so you should destroy them immediately. 


Mission 1: Raiding Diomedes 
This mission requires the utmost in concentration. You 
must use your mole missiles to tag all nine enemy 
fleet craft, without giving any of them the chance to 
escape. You cannot afford to make any mistakes, 
because one of the crafts will surely get away if you 
do. Your reverse view will help you avoid enemy fire, 
and your radar will tell you which crafts have been 
tagged. Don't bother fighting any enemy crafts, you 
will only lose valuable time. 


Mission 2: Diomedes under Threat of Darkness 
Your first task is to destroy the enemy fighter that is rov- 
ing around in front of your ship. Soon afterward, a Navy 
frigate will appear from a nearby jumpgate. It has a dam- 
aged weapons grid and is unable to attack, so it will jet 
off to a distant enemy starport for repairs. The frigate 
will dispatch enemy fighters immediately after emerg- 
ing from the warphole. You need to eradicate them as 
soon as possible, because once the frigate docks with 
the starport, its weapons system will shortly be 
repaired. The ship will then attempt to leave the area. 
Use your torpedoes to inflict as much damage as pos- 
sible on the frigate before it disappears. 


Mission 3: Holding off the Enemy 

Several APCs will be launched from a circling Navy 
frigate, and you must stop them from docking at the 
League battle platform. Let your wingman handle the 
defending fighters that accompany the enemy APCs, 
while you concentrate on the APCs themselves. 
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Destroy them exclusively with your lasers, saving your 
missiles for later in the mission. Before engaging the 
APCs, wait until they have put some distance between 
themselves and the frigate they launched from. In this 
way, you will avoid heavy damage at the hands of the 
frigate. Once all the APCs are destroyed, you will have 
to focus your attention on the Navy frigate. This is when 
you need to let your missiles fly. 


Act 5—A Baptism by Fire 

Mission 1: The League Enters Draco 

You must intercept and destroy the three Navy tankers 
in the distance. They must not dock at the enemy star- 


port. Two interceptors 
will be patrolling the area 
around the tankers—you 
must eliminate them 
before targeting the 
tankers. Once the fight- 
ers are eliminated, three 
Navy scouts will enter 
the system through a 
jumpgate. While the 
Scouts struggle to reach 
you, hammer the tank- 
ers and do your best to 
destroy them before you 
come into the firing 
range of the starport. 


Mission 2: Targeting 
Navy Supplies 

At the start of the mis- 
Sion, immediately go for 
the starport. Ignore the fighters unless they begin to 
inflict too much damage. If this occurs, take some of 
them out, then concentrate on the starport again. Al- 
ways attack the starport underneath the lip of the port. 
Also, circle around the installation's stem, occasionally 
shooting at its foot. Shortly into the mission, an enemy 
cruiser will de-cloak nearby and approach the starport. It 
will circle the towers on the top of the Spaceport, leav- 
ing you free to continue your attack on the bottom. 


Mission 3: Solitary Duty 
To complete this mission, you must destroy the Navy 
mining station. Before you do, it is advisable that you 


miscellaneous missions 


Act 6, Mission 4: 

Into the Enemies Heart—The Navy Counterattack 
Two Navy frigates will de-cloak in the far distance on 
either side of the League battle platform. Each enemy 
ship will launch one scout that will attack the League 
cruiser. Intercept these scouts before they reach the 
cruiser. The enemy fleet craft will form a staggered "pin- 
cer” maneuver around the League cruiser, which will 
halt its movement. Do not leave the cruiser's side, let- 
ting the enemy fleet craft approach you. Target the 
enemy frigate that comes to rest in front of the League 
cruiser, while intercepting the scout craft that the frigate 
will launch. Once the frigate is destroyed, a path will be 
cleared that lets the cruiser escape. 


Act 9, Mission 5: The Rage 

of Civil War—Maintaining the League's Supplies 
Your task in this mission is to defend a League commu- 
nications craft as it attempts to leave the system 
through a warphole. At the start of the mission, you will 
be facing the League space port as the communications 
craft is launching from underneath the installation's 
docking arm. In 30 seconds, two faction fighters will 
enter the sector through a jumpgate that opens directly 
underneath the space port. They will target you and the 
league vessel, and you must eliminate them immedi- 
ately. They are fast-moving craft, so use missiles to take 
them out. Ignore the Dreadnought that enters the mis- 
sion through a jumpgate above the Spaceport, as it 
doesn't pose any threat for the moment. Between the 
communications craft and the warphole is a minefield 
filled with enemy Sirens. Your top priority is to keep 
close to the communications craft, only leaving its side 


to clear Sirens in its path. Once all the sirens are 
destroyed, the Dreadnought will go into full thrusters in 
pursuit of the League craft while launching bombers. 
See the communications craft safely through the worm 
hole to complete the mission. 


Act 11, Mission 1: The League in Agony—Virus Alert 
At the start of the mission, you will be facing the dis- 
abled Command Craft. After a moment, a jumpgate will 
open on the other side of it and two enemy strike craft 
will emerge. Immediately destroy the enemy craft. 
Next, focus your attention on the first of the collision- 
course frigates, as they will emerge from a jumpgate 
after one minute. 


Hitthe frigate with a mole missile to reprogram its nav- 
igation systems, bringing it to a halt. More fighters will 
have entered the sector by now. You must immedi- 
ately deal with them, as the next collision-course 
frigate will enter the sector in two minutes. Again, use 
your mole missile to disable the craft. The first of the 
two remaining collision-course frigates will enter the 
sector in 150 seconds, and the next in 180 seconds 
after that. You must stop them to complete the mis- 
Sion successfully. 


Act 14, Mission 4: A Vast and 

Lonely Place—Sabotaging the Sol System 

You enter this mission with the battle platform at your 
back and a Navy frigate in the distance. Follow your 
wingman and begin your attack on the frigate, but save 
your torpedoes for later. In 90 seconds a Navy destroy- 
er will enter the battle, launching APCs toward your 


take out the two defending Navy Interceptors. After 
each attack run on the station, always retreat to a safe 
distance outside its weapons range, using your rear 
view to dodge incoming lasers. 


Mission 4: The Navy Retaliates 

The point of this mission is to free the League frigate 
from the six enemy Sirens that have captured it. Leave 
the Sirens alone for now, and immediately concentrate 
on the two Navy bombers sent to destroy the frigate. 
After the bombers have been eliminated, destroy all but 
the sixth Siren, which is directly in front of the frigate. 
Finally, destroy the last Siren. Try to keep up with the 
frigate as it exits the system, avoiding the arrival of Navy 
fleet craft that have entered the area. 


Mission 5: Navy Intelligence Threatens the League 

First, destroy the three Navy Interceptors, directing 
your fire away from the enemy communications craft. 
Once destroyed, come at the communications craft 
with your EMP gun blazing (making sure to not let it 
overheat). After a while, this attack should disable the 
weapons grid of the enemy craft. Soon after, the ship 
will come to a halt. After you disable the ship, a League 
cruiser will de-cloak in the distance. To finish the mis- 
Sion, tractor the enemy communications craft into 
range of the cruiser so it can take over with its own 
tractor beam. 


League battle platform. A good tactic is to stay out of 
range of the destroyer's weapons and pick off the APCs 
as they approach the platform. After destroying all three. 
APCs, focus your missile and torpedo weapons on the 
destroyer. Its destruction will end the mission. 


Act 15, Mission 1: Inside the 

Enemy's Home—Destruction of an Arms Orbital 
You enter the mission with your Arms Orbital target 
straight ahead. Two fighters will enter the sector 
through a jumpgate. You must eliminate them before 
advancing on the Arms Orbital. Take down the Arms 
Orbital first (with your torpedoes), then focus on 
destroying the solitary Eco-pods. Finally, 

destroy the pod attached to the cargo trans- 

porter and clear the area of remaining fight- 


ers to end the mission. 
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Get Closer to Major Kusanagi! 


WIN hard-to-get stuff featuring 
the HOT cyber-babe, compliments 
of Ghost in the Shell for PlayStation!!! 


Grand Prize (1 winner): 
A Masamune Shirow 
Cyberdelics artwork 
collection, a rare copy 
of the Ghost in the Shell 
#1 comic book from 
Dark Horse Comics, 
and the Ghost in 

the Shell action 
game for PlayStation. 


First Prize (2 winners): 

The Ghost in the Shell Trade Paperback 
(Dark Horse's compilation of the entire 
comic series) and the Ghost in the Shell 
action game for PlayStation. 


Second Prize (5 winners): 
The Ghost in the Shell Trade Paperback. 


To get closer to Major Kusanagi, just send in your | 
name, address, phone number and age to: 
GHOST'IN THE SHELL SWEEPSTAKES c/o THO Inc; 
о 5016 М. Parkway Calabasas, Suite 100 

Wa Calabasas, CA 91302 


‘Sweepstakes Rules: 
No purchase necessary: To enter, mail a standard size postcard containing your nare, address, phone number and age to: Ghost 
California 91302. One entry per household. A entries must be handwritten. Mechanically reproduced entries will not be accepted, 
‘property of THO inc. and will not be acknowledged or returned. THO assumes no responsibility f lost, mutilated, late, ilegible, i due or misdirected entries. 2. Pres; 1 Grand Prize. Gran 
Prize winner will receive one (1) Masamune Shirow "Oyberdelics" artwork collection, one (1) Ghost in the Shell ^f comic book and one (1) Ghost in the Shell action game for PlayStation, Grand Prize has an 
approximate retail value of $250, 2 First Prats. First Prize winners will receive one (1) Ghost in the Shell trade paper back and one (1) Ghost in the Shell action game for PlayStation. First Prize has an approximate. 
‘etal value of $80.5 Second Prizes Second Prize winners will receive one (1) Ghost in the Shel trade paperback. Second prize has an approximate retail valve of $30. Winners will be délermined by а random; 
drawing from all valid entries received by THO Ine. whose decisions il. Drawing to be held on or about Jan. 5, 1998. All prizes will be awarded. All prize winners wil be notified by all. Prizes are non- 
transferable, No substitutions of prizes are allowed, except at the о Ponsor should the featured prizes become uvae 3. dso winning: The ods of winning wil be вірив by the number a 
ей rize notification as undeliverable will 
30 days of &ceipt ог forfeit prize. 
by law. Employees of THO Inc, 


stakes, 5016 N. Parkway Calabasas, Suite 100, Calabasas, 
caved by December 31, 1997, ars come extus 


result in disqualification and an alternate winner wil be selected. Winners or their egal gua 


Ву acceptance of prize; wines) agrea to the ue o er name andor knees for риро Visit your local retailer 


I {| or call 1-818-225-5167 
for-orders only: 


ww w.thq.com 


expenses that consumers might indir аба sullo fis contes or receipt of prize. 5. Winners L 
5016 N. Parkway Calabasas, Suite 100, Calabasas, California 91302. Requests for winners lists must be receiv 
local regulations apply. 7. Sponsors: This sweepstakes is sponsored solely by THO Inc. © Masamune Shirow/K 
the Shell is a registered trademark of Kodansha Ltd, © 1997 THO Inc. 


ere ponite o restnetedl ам. Al oer, Sand 
rtainment Inc /Kodansha Ltd АЙ rights reserved. Ghost in 
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The first level is chock full of hidden areas. Wherever 
you see a barrel or a trap door, you will most likely have 
to come to the rescue of some helpless Mudokons. 


There’s a hidden area on the first screen! See that barrel? 


1. Stop behind the barrel and push down until Abe 
climbs to the floor below. 

2. Walk to the edge, stop, and push the triangle button. 
This will put you on the lower level facing the Meat Saw. 
3. Pull the lever, turn around, and stand on the edge of 
the ledge. 

4. Call the Mudokons to the edge. Ask twice if they 
refuse to jump. 

5. On the lower level, run without jumping towards the 
Slig to leave yourself clinging to the ledge. 

6. Pull yourself up when the Slig jumps down, and do 
away with him in your own killing fashion. 

7. If the birds are gone, jump up to the level above and 
drop back down, then chant and save those Mudokons! 
8. When asking Mudokons to follow you through Meat 
Saws, always call when the grinder is down and on its 
way back up. It's all timing, you see. 


1. Jump down a level and take a running leap to the 
Grenade Machine. 


See that barrel with the sleeping Slig behind it? Guess 
what's under it? 


2. Throw the grenade on the fifth beep at the Security 
Orb, then chant and turn the Sligs against each other. 
3. Use the survivor to jump to the lower level, then turn 
and shoot the Slig. 

4. If that doesn't work, toss a grenade at the wall to 
send it bouncing to the lower level. Repeat this until you 
can't hear the Slig moving anymore. 

5. Take another grenade before you go to the lower 
level. You'll need this one for the last Security Orb. 

6. Chant and save your pals! On the way out, grab 
another grenade and head back to the previous screen 
where you had to jump over the land mines. 


1. If you stand on the middle island facing the barrels 
and throw a grenade downwards, chances are you will 
not have to make another grenade run. 


That's liable to put a hole in the floor! 


2. Climb down to the level below the barrel, go to the 
lowest level, and pull the lever. 

3. Call both Mudokons to the lower level and pull the 
lever again to slow the Meat Saw. 

4. Chant to the Bird Portal and save those floor-waxers! 


1. Pull the lever and jump in. It's the second trap door in 
the game, but the first one with a surprise beneath. 


hances are, when you first started play- 
= ing through Oddworld, you picked up 
on all the moves in the first level. Then you 
confidently found your way into the Stockyard 
and never looked back. Well, guess what? You 
missed 14 Mudokons! Most of the Oddworld's 
hidden areas are in Rupture Farms. This guide 
will point out how to rescue 55 of the most 
commonly missed Mudokons. 


2. Blow up that Slig! 

3. Take a grenade and throw it below by crouching 
below the green button on the Grenade Machine and 
lobbing it downward towards the left wall. 

4. Take another grenade with you on your way down 
below. Crouch against the right wall where the birds 
were and lob the grenade at the mine. 

5. Go up a level and back down to make the birds 
appear again. Then chant your friends' way to freedom. 
6. Go back up a level, chant to the bird portal to escape. 


1. Possess the Slig and self-destruct. Pull the lever and 


okons 


jump through the floor trap. 


2. Sneak back up into the shadows of the level above 
and jump up to the next level. 

3. Sneak off the edge to the Grenade Machine below. 
The grenade will drop under the Meat Saw. You can get 
it, just roll away once you've picked it up. 

4. Jump to the left ledge and situate yourself near the 
left wall. 

5. Toss the grenade up towards the Security Orb in 
between the fourth and fifth beep. Grab another one. 
6. Chuck the grenade at the Orb. Now chant a pretty 
tune, kill the Slig, and save the slaves! Yahoo! 


Just before cutting out of level one on your way to the 
Stockyards, you will see a billboard that states "YOU 
ESCAPE AND ALL 28 WORKERS ON THIS LEVEL 
DIE!" If you only have 25 Mudokons, don't fret—a hid- 


den level is just behind that sleeping Slig on the ledge. 


А Песемнея У ТТТ ТТТ. PSM 1997 4 


x ж 
STRATEGY“ 


1. On the screen before the elevator, there was a Slig 
and an Orb (how sweet!). Jump up on the ledge, throw 
a grenade at the Orb, and take control of the Slig. 

2. Take the Slig up to the top platform with the elevator, 
run off the right side down to the sleeping Slig's ledge 
3. Turn and shoot, then dispose of your toy Slig. 

4. Now take Abe there. Crouch and roll to the right. You 
have uncovered the last hidden level before you leave! 
5. You can make it through the first Meat Saw with a 
Short jump from the triangle button. Time your jumps, 
crouch and roll right through the pipe, and chant the 
way to safety for three Mudokons! 


Stockyard Escape: 1 Mudokon 
in the Shadows 

This may not be very hidden, but 
we missed the Mudokon on the 
second screen of the Stockyard 
level our first time through. As 
Soon as you walk into the area 
with the motion detectors, start to 
chant and save the helpless Scrab 
lunch in the shadows. 


Don't forget this guy! 


The Third Screen in the Stockyards: 2 Mudol 


1. After you get by the motion detectors, drop down 
into the yard to the right of the Scrab. 

2. In the shadows to the right is a door that leads to the 
background. 

3. Follow the path towards the left. Chant when you 
see the birds, then jump through the portal. 

4. Chant to seal your escape through the Portal. Tease 
the Scrab, jump back to your ledge, and begin the fun! 
5. Call a Mudokon to follow you as you outrun the Scrab 
and hurdle all the pitfalls. Repeat this until you have 
saved both Mudokons. 


Night-time Stockyard: 2 Mudokons 

1. When the fireflies give you the message to sneak 
past the Sligs in the shadows, hang-drop down to the 
next level. This area has a Security Orb, a UXB bomb, 
and portal birds flying in the shadows to your right. 
Chant and jump in! This one is tricky... 

2. As soon as you materialize, hit the triangle button to 
jump and hang onto the ledge in front of you 


Jump to this ledge. 


3. As soon as the lowerfevel Slig 'ls,out of view, pull 
yourself up and run. f 
4. Keep running until уой pass the Slig (па, 
but you will be past him when he fires the 
then jump to the ne: 
5. Wait until бот 
top level. Get a. 
the left with 
6. Sneak bac! 
same way. | 
7. When the 


sneak back to t 


tonis Pre. 
10. Or, return to th ^ 
did earlier. ТЕ 
“ 


Third Hidden Area іп the Stockyard: 4 Mudoke 


1. Once you've outwitted the Slig by using the UXB 
bomb, climb down to the lower level, chant, and jump 
through the Portal. 

2. Jump up a couple of levels until you are standing in 
the shadows, facing a quickly pacing Slig. 

3. Sneak up behind him as closely as you can, then run 
off the right ledge out of the line of fire. 

4. Possess the Slig and take him to the lower level to 
dispose of his comrades. 

5. Stand on the top level directly above the Mudokon on 
the right screen, and ask him to follow you until he leaps 
down a level 

6. Walk to the right (remaining on the top level) and 
have the next Mudokon follow you to the same spot 
Call him as you did the other Mudokon. 

7. Go to the bottom level and call them to the Portal. 


Bottom of the Hill, 

Three Mines and a Portal: 1 Mudokon 

1. Knock some rocks out of the sack and take them to 
the right screen. 

2. Throw rocks at the mines. Chant and jump through 
the Portal. 


3. As soon as you materialize, run forward and push the 
X button to roll into the pipe. 

4. When the next screen appears, stop rolling. Get up 
and jump over the first two mines when the Slig's back 
is turned (you're in the shadows, so he won't see you if 
you stay still). 

5. Jump over the next set of mines, and grab the ledge 
above. Pull yourself up when the Slig on the top level 
has turned away. 

6. Jump to the ledge on the right, then crouch and roll 
through the short pipe. 

7. Chant to turn the possessed enemy on themselves, 
and take out the mine while you're at it. 

8. Save the waxer and return through the Portal on the 
opposite side. 


| B&'tareful not 


19: jump “өп 
those mines! 


1. Below and to the left of the "Slog goes boom" fire- 
fly message, you can roll down to a hidden level. Chant 
to secure your escape through the Portal. Throw rocks 
from above at the two mines, then run, roll and jump to 
the ledge on the following screen. Jump over the Slig 
and run back through the Portal. 

2. Roll on the ground to the next screen on the right. 

3. Sneak onto the next screen to avoid waking the Slog, 
and jump up to the ledge above the Mudokon. 

4. Now return to the previous screen via the upper 
ledge and chant a Portal. 

5. Go back to the Mudokon and chant while remaining 
on the upper ledge. The Slog will wake and start jump- 
ing at you. 
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6. Run off towards the ledge on the right. Jump up, turn 
around, run, and then jump through the Portal. 


The Employee Lounge: 1 Mudokon 


“2 


1. On the next screen to the left (where the Slog was 
sleeping) there is a cliff on the lower level that leads 
down to the other half of the last secret level 

2. Chant and jump through the Portal. 

3. As soon as you materialize, run from the Slog! Keep 
running until you can jump up to safety on the ledge on 
the third screen. 

4. Go through the door and into the background, then 
chant and save your friend 

5. Before returning to the foreground world, go to the 
first screen on the left and secure your return flight! 

6. Now go back and outrun the Slog to the Portal. 


Paramonian Temple, 
Bottom Left Door: 3 Mudokons 


1. Jump up a couple levels from here. 
2. On the top level where you dislodged the bouldéff 
you will find a hidden level. Roll through the right wall 


where the boulder used to be. Aha! A Рода! For 6. J 


tunately, if you mess up in there, you ди restart in 
this area. The concept is the ѕагпе 6 ІШІК Қо 
Slogs and Scrabs % 

leat Sack, and 


3. Roll through the pipe, |шпр up to b N 
ask a Mudokon to follow 4 ie 
4. Jump and hit the sack to ор (һе 
ning, roll through the pipe, ап@ Иде МІ 
5. Roll back through the pipe, 340 Тереа! 
two more times. The last time through, you 
return through the pipe. 

6. Quickly situate yourself no further than the yellow 
Mudokon sign on the fence. Chant to free the. slaves, 
and open the Portal to exit. Watch the falling rocks! 


Scrabanian Temple: 
1. Roll to the left under the wall and chant. 
2. Sneak to the lower-level shadows and disarm the 


UXB Bomb while the Slig is turned away. 

3. Sneak back up and possess the Slig. 

4. Walk to the screen on the right and stop behind 
the first Slog house you come to. 

5. Shoot the nine Slogs from the this prime location! 
| don't think they intended for it to be that easy! 

6. Implode to return to Abe. Possess the remaining 
Slig, and do the same. Now save those Mudokons! 


Scrab 


1. On the top level where you light the Flint Lock, roll 
underneath the wall on the left. Aha, another hidden 
level! Chant and jump through the bird Portal. 

2. Call the Mudokon over to the left screen. The birds 
will fly away, but that's O.K.—we can deal with that! 

3. Go back to the ledge and turn to the left. Climb down 
when the Scrab's back is turned, and roll through the 
pipe on the left. 

4. Keep rolling until you fall down a level. You'll find your- 
self hanging from a ledge. 

5. Quickly, pull Abe up and jump up a level. Hang there 


e two doors 
hidden areds 


until the Orb is at 5:00 on its clockwise orbit. 


. For the ге 
down wh 


trip, turn around on the ledge and climb 
Ө Orb is at 3:00 in its orbit 

climb down to the lower 
Уогаѕ, hang down, and jump 
I the Scrab least expects it 


oor: 3 Mudokons 
1. On the top level (where the Scrab came up the ele- 
vator),take the elevator down below the cave floor. Go 
through the Portal. You've seen similar puzzles. Before 
scaring those birds off, however, you need to chant 
and then hang on the ledge to attract the Scrab. 

2. Now you must outrun the Scrab. Run, jump, run, 
jump, run, jump, and Chant. Do this for all three 


Mudokons. Just remember to go through the Portal on 
the last return trip! 


Return to Rupture Farms ЇЇ: 20 Mudokons 
On your return trip to Rupture Farms, you will notice a 
laser beam that blocks your passage back to the origi- 
nal levels. The beam is deactivated by pulling the 
same lever that opens the level one exit door. The 
lever is located on the furthest screen to the right. 
Moving backwards through the original level, you 
will find all the same hidden levels in the same areas, 
but with new puzzle elements. None of them are any 
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Turn off the Laser Gate and trek back through level one 


more difficult to figure out than the ones we just went 
over. When you finally make it through the hidden area 
behind the barrel on the first screen, you will jump 
through a Portal that will put you back on the screen 
with the Spirit Ring Mudokon. From there, you are 
ready to move on to Zulag Levels Two, Three, and Four. 
These levels have no hidden areas. 

After the last level, where you have to beat the clock 
and save the 99th Mudokon, you will get to see the 
game's good ending. Abe enjoys the worship 
of the Mudokons, and has some words of 
wisdom for the masses... 
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Harry Hounpnvs! 


Is your PlayStation lid a bit underdressed? Leave it to your pals at 
PSM to solve your PlayStation needs. Our gift to you is this lid sticker, 
featuring the lovely Alana, Lara Croft, and Mace. These lethal ladies 
of Eidos are guaranteed to keep your PlayStation safe and warm 
on those cold winter nights! 


> To remove an old Lid Sticker: It's simple—just use a hair dryer 
at close range to soften up the glue (it takes about a minute), 
then peel it off. In no time, your PlayStation will be ready for a new sticker! 


oua PlayStation Magazine 


Instructions 


FMONUS Tie Steeves inus 


passwords 


No Crystals, No Gobbos, No Jigsaw Pieces 
Island 2 RDLURRURLRURLUD 
Island 3 LURURDDUDUULULD 
Island 4 RDDURLURDUURLUD 


All Crystals, All Gobbos, All Jigsaw Pieces 
Island 2 RDLDURUULLURLUD 


Island 3 — 
Island 4 
Island 5 
Use the empty spaces for when you get passwords to 


the last three islands. Or just wait until we prjAt them in 
an upcoming issue! 


: PSM 
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There are 10 of these portals in the game. Here are a 
few of their locations: 


ISLAND 1 

Level 3, First Section 

Take a look behind the large rock on the left. Walk into 
the sparkles. 


ISLAND 2 
Level 4, Second Section 
Look in the left corner as you walk through the door. 


ISLAND 3 

Level 5, First Section 

Stay on the dropping platform. You will be caught by a 
platform that transports you. 


ISLAND 4 

Level 5, Second Section 
Jump along the up and down castle pieces until you 
reach the static one. Stomp on it three times. 


‘the bonus games 


4. CRYSTAL CATCHING GAME Here's to how the crystals fall in level 4-3: 


ive different minigames are repeated and 
scattered throughout the world of Croc. 
Each will give you some kind of reward for winning. 
You can earn gems, colored gems, extra lives, and 
_ hidden Gobbos. The following is a list of where they 
are and what to do when you get there. Good 
luck—but then again, who needs luck when you've 
got a strategy to back you up? 


1, SHUFFLUNG Boxes Game 
In Levels: 1-3 and 4-3 


A good trick that will really help you beat this game 
is to pause and unpause your controller very quick- 


— y 


then tum 90 degrees and run back and forth over the 
buttons. Using this technique, you should be able to 
smash every creature. 


Ша CHASE Box Game 

In Levels: 1-6, 2-3, and 4-3 

A good strategy here is not to chase the box diago- 
nally. Only run 
towards it when 
you're perpen- 
dicular to the 
wall. This way, 
the box will 


Here is the pattern to how the crystals fall in the — 4M 21 
bonus room of level 2- 2.L 22.R 
3ER 23.1 
4. M 24.M 
BSE ZENE 
6. 26.R 
7. В 27.M 
> L=Left side 8. 28.R 
" M-Midde өз 29M 
өз R=Right side 10, 30.L 
= Ре 1L 31.M 
TEM 16:M 12.В 32.В 
2. M 17.M 13.1 33:M 
SEM 18.R 15.M 34.L 
4. R 19.L 16.В 35.R 
ББ 20.R 17.1 36. М 
6 M 21.M 18. STR 
ПАН 22.R 19.L 38.L 
8. M 23.1. 20М 
9L 24.L 
10.R 25.1. 
11.L 26.L 5. SHRINK 
12.M 27.R BLOCK Game 
13.1 28.М This is the game 
14.R 29.R where you have to 
ТЕЛЕ 30.1. jump to the next block 


before the one you're 
standing on disap- 


ly, which will make the shuffling boxes move in 
slow motion. 


bounce off the 
wall so you can 
| jump on top of it 
as it comes back 
B at you. 


2. Stomeins Game 
In Levels 1-3 (Bonus Section), 2-6, and 4-3 


Hint: If you fail, jump into the icy water and kill 
yourself. This will let you play the game again with- | 
out having to play through the whole level. 


pears. Here's the path 

= you should follow to 
get the sixth Gobbo in the Bonus Section of Level 4- 
5 (F=Forward, R=Right, L=Left): 


he trick to beating this game is to face the boxes, 


ts all about your technique (actually its more about but- 
ЕВ ton-smashing), so here's а complete moves list. Some of 
these are in the instruction manual, but we thought it 
would be handy to have them all in one place. Now get to it, and fight 


your way to victory! 


Alana 
Fighting Moves 
„Punch 

XX Double Punch 

X,X,X.. „Double Punch, Double Spin 
Punch 

P „Pick up weapon or object 
when standing over it 

x ..... Use Weapon 

X. „Rip off a rail or pipe when 


next to it 
Kick 
Double Kick 
„Kick baddies when they're on 
the floor 
...JUmp. 
..380-Оедгее Handstand 
Swoop Kick 
Jump, Spin, Stamp (when 
baddie is down) 
„Flip Kick 


Bless „Then press D-pad to run in desired direction 

R1+X. „Slide attack 

R1 .... Then press D-pad in desired direction followed by 
to perform 360-Degree Kick 


Moves When Holding the Bad Guy 
Grab baddies when next to them 
Flip Back Kick 

...Knee Crush Smack 


‘Fighting force moves 


Knee in the face 
..Kick Flip Back Kick 


Hawk 
Fighting M Moves 


Double Punch, Uppercut 
Хара кк up weapon or object 
when standing over it 
X. „Use weapon 
Ж ...Rip off a гай or pipe when 


next to it 


„Kick baddies when they're on 
the floor 
Jump 
360- Deges Spin Kick 
«Kick while jumping 
....Jump and Stomp (when bad- 


die is down) 
... Back Fist 
Я „Double Back Fist, Punch — 
А hen press D-pad in desired direction to run 
RX. lide attack 
RI... Then press D-pad in desired direction followed by 


to perform a Flying Kick 


Moves When Holding the Bad Guy 

„Grab baddies when next to them 

Shoulder Throw 

Punch 

„Punch, Head-Butt 

„Knee in the stomach 
„Head-Butt 

....Then forward and 


for a Grab Backflip 


Smasher 
Fighting Moves 


EERERELELR LRERF 


direction followed by © to 
perform a Flying Body 
Charge 


Moves When Holding the Bad Guy 


slam 


X Headlock Smash 
sw Super Uppercut 
Then press X to throw him, or O 
for a Knee Snap 


....Grab baddies when next to them 


Mace 
Fighting Moves 
X. 


„Punch Punch 
„Double Punch XX araa Double Punch 
„Double Punch, Hammer X,X,X. Double Punch, Spin Punch 
Strike Жо Pick up weapon or object 
5... „Pick up weapon or object when standing over it 
when standing over it X USE weapon 
Ka To use weapon x ..Rip off a rail or pipe when 
Жы» „Rip off a rail or pipe when next to it 
next to it a aa Kick 
Kick 2 „Поці Kick 
„Double Kick .... Kick baddies when they're 
..... Kick baddies when they're on the floor 
on the floor —— UMD. 
dump OK. .....J80-Degree Leg Sweep 
60-Degree Shockwave ы „дїр and Leg Smash 
Body Slam (when baddie is (when baddie is down) 
down) [ur „Scissor Kick 
lack Fist ...........Back Fist 
i ouble Back Fist, Punch Ы „Double Back Fist, Punch 
RI Press D-pad to run in Ri „Теп press D-pad to run in 
desired direction desired direction 
RIeX...........Snowball Smash вх Slide Attack 
Ri Then press D-pad in desired Ri.. Then press D-pad in 


Moves When Holding the Bad Guy 


s Hip Throw 
.....Slap Face Combo 


„180 Squeeze Throw 
.....Then push forward and ^ again to. 


desired direction fol- 
lowed by O to perform a 
Flying Kick 


Grab baddies oi next to them 


Knee in the face 


slam baddie down 


music selector 


Go to the AUDIO Options Screen and then press 
SELECT. You will now be able to play any of Croc's 
music tracks! The controls are just like a CD player's. 


Call now for the 
latest TIPS, HINTS 
and STRATEGIES 
for your favorite 
games. Including: 
Final Fantasy vil 


а^ [Es 


S0 HURRY UP 


PLEASE! CALL THE 
ULTRA GAMEPLAYERS 
TIP LINE TODAY. 


13700 378 


INCLUDES: 
SPORTS CAFE PREMIER CLUB EDITOR'S PICHS 


Whatever your sport, we’ve Tips on the latest games for 
got the hottest tips to all the Sony Playstation, Nintendo 64 
hottest sports games and Sega Saturn 


Our editors choose their 
all-time favorite games to provide 
tricks, cheats and codes 


Gammel ШЕ ШЕП 


I е under 18 years of age, please get your parents’ 
Players Magazine in beautiful Brisbane, CA. 


CODE JUNKIES 


your con 


Face it—you're a Code Junkie. You need 


every new PlayStation cheat and password, 
and you want ‘em now. Don't worry, our 


sources are the best. Stay connected with 
PSM and your supply will never go dry. 


Machine Hunter 


CRM MAE 


DIRECTIONAL BUTTONS TO MOVE, X SELECTS 


To cheat your way to victory, enter the following pass- 
words on the password screen. 

**URANUS** - Unlimited continues. Die all you want! 
The game won't end.until you finish it. 

**SATURN** - View end movie. 


Don't want to take the time to finish the game to get the 
ending? Just enter this password and go straight to the final 


FMV. It basically rips off the escape from the Death 
scene in Return of rps Jedi. 


Star 


SHOWCREDIT - Shows credits. Boring. 

LAZYPLAYER - All pick-ups within a mission. This can 
be very useful on some missions, although it kind of 
takes the “game” out of the game. 

SHOWDROIDS - Old intro movie. Almost cooler than 
the intro they finally used. 

NO MISSION - Activates exits without needing to com- 
plete goals. Another game killer, so what's the point? 
GRIMREAPER - One shot kills. This is definitely the 
best code of the bunch, and is PSM's recommendation 
if you plan on cheating. 

2UNLIMITED - Weapon upgrades won't run out. A 


handy little number, but useless if you're using the one- 
shot-kills cheat. 
INVINCIBLE - 
live forever? 


Invincibility. Now who doesn't want to 


Lost World 


INPUT DNA 
SEQUENCE 


To check out the other levels of this less-than-average 
game without all the frustration of finishing the stages 
(O.K., you may still be frustrated), enter the following 
codes at the above password screen. You'll automati- 
cally get 99 lives by entering the codes. 

Compy: XXOAOXOXODA 

Hunter: 
Raptor: XXOA 
T-Rex: XXC/^ 
Sarah: OOA 


XXCIEIAXOA 


This kind of cool art gallery is worth at least a quick look. 
Enter these codes at the perone] screen. 

Compy: 171^ 0X: 
Eon XX 


player total control of the Lost World's 
‘was so realistic that several testers were killed during the QA process. 


Cruise the gallery to see some pretty nice concept art—an 
example of amount of effort that want into the Lost 
World's amazing look. Too bad they didn’t give the same 
attention to the gameplay! 


Sarah: AADXOOAX' 

This password lets you choose any stage of any level to 

play on. Enter it three times at the password screen. 
XOAAXEJIOAOX 


NCAA Football "98 


A variety of champion teams from several different 
schools and years are buried in the game. To play as one 
of these teams, first select Exhibition from the main 
menu. Press X at the team selection screen, and once 
again on the following screen to get to the next menu. 
Now just enter any of the passwords in the “User 
Records" screen. (You can get all the hidden teams to 
appear by entering all the passwords one at a time, 
overwriting the same spot every time you hear "It's in 
the game.") After you enter the last letter of a pass- 
word, you should hear the announcer say "It's in the 
game.” Now go back to the team selection screen. The 
teams you entered will be at the beginning of the alpha- 
betical team list. You can’t save these to a memory 
card, so you'll have to enter them each time you want 
to use them. 


JEXLAD - '73 Alabama 
OEDYIJ - '78 Alabama 
WHVCIR - '89 Alabama 
ZDDJOT - 92 Alabama 
CEVHETS - '89 Colorado 
VEWOJ - '96 Florida 
МҮГОГОН - '93 Florida 
State 

RCIXRE - '96 Florida State 
ZOWS - '82 Georgia 
EIWQOH - '83 Miami 
WEVKIM - '87 Miami 
WMIIXJ - '89 Miami 
WYGGKEP - '91 Miami 
ANOYSAJ - '94 Miami 
BSEPMAJ - '65 Michigan 
State 

KCIZRE - '91 Michigan 
IGSI - '83 Nebraska 
EGAXRIM - '91 Nebraska 
SNXAI - "93 Nebraska 


58545445563 


Enter the passwords оп 
this screen. 


Cycle to the top of the list 
and you'll find the hidden 
classic teams. 


x 


sess 
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BNOYD - '94 Nebraska 
JNIVED - 73 Notre Dame 
REGRZOJ - '88 Notre Dame 
AGIG - 79 Ohio State 
HTOYOMS - '85 Oklahoma 
RSGPC - '94 Oregon 

IEEIH - 78 Penn State 
CCHN - '82 Penn State 
HREG - ‘85 Penn State 
AERE - '86 Penn State 
LMTE - '65 UCLA 

EERC - '68 USC 

FSYT - '79 USC 

TSTR - 91 Washington 
AAYI - '88 West Virginia 


Hidden Stadiums 

The game also has 11 hidden stadiums, all of which are 
accessed with just one password. Enter the code 
“DTEL" at the User Records screen (just like in the pre- 
vious cheat). You'll be able to play on any of the secret 
stadiums—practice, bowls (new and old), conference, 
EA, Tiburon, and more! 


& 
ORANGE BOWL OLD 
FAST, WEST. 


A After entering the password, just go into “Stadium 
Select” and scroll to the bottom of the stadium list to find 
the hidden stadiums. 


Time Crisis 
Secret Cheat Menu 
" On the main 
menu, the one 
with the words 
“Time Crisis” and 
the three option 
boxes below it, 
shoot the center 
of “В” in Time 
Crisis twice. Then 
Shoot the center 
of the target right 
above the "S." Getting as close to the screen as possi- 
ble when entering the code will make it easier. If you 
are accurate, you will be brought to a secret menu. You 
can increase your lives to nine, get infinite continues, 
and get free ammo so you don't have to reload. Select 
the option you want with the trigger, and change the 
option with the A button. 


GameDay '98 

Easter Eggs 

A staple of the GameDay series has been those wacky 
Easter eggs. The first game had just 12, while the sec- 
ond had over 60. The latest GameDay is rumored to 
have way over a hundred Easter eggs—maybe even 
200—so each month you can expect to see a new list 


of codes for the best football game on the planet. If you 
don't already know, you reach the Easter egg screen by 
entering the options menu and selecting "easter eggs" 
at the bottom of the screen. 


bcdef ghi jki m 
nopqrstuvwxyz 
012345678914: 


1 EASTER EGGS 


5 


4 You can enter тоге than one at a time to make for some 
pretty interesting games. Some combinations make for 
games that have little in common with actual football, but 
are entertaining nonetheless. For this shot we used blind 
ref, humongous, look ma, ahab and cookie cutter. 


credits - View the game credits. 

loud mouth - Makes the announcer's voice louder. 
big foot - Lets you kick long field goals. 

look ma - Makes all of the players arms disappear. 
flea circus - Makes all the players the size of fleas. 
cookie cutter - Players become one-dimensional and 
paper-thin. 

ahab - Players are missing half of one leg. 

virtual polygon - A slight variation to the cookie cutter 
code. 

gd challenge - Makes the defense for both teams play 
a little better. 

watery ai - Either team's defensive players swarm to 
the ball once the opposing receiver has caught it, mak- 
ing it difficult to gain yards after the catch. 

quiet crowd - Makes the crowd noise a little bit quieter. 
invisible - Makes all of the players disappear. You will 
only see the players shadows. 

memahon - Changes every player's name on the CPU- 
controlled team to McMahon. 

flat land - Makes all of the players flat. 

rejection - Gives you higher defensive jumps. 

cpu offense - Makes the CPU offense better. 

cpu defense - Makes the CPU defense better. 

bettis - Makes your running back run better. 

jack hammer - Stronger stiff arm. 

equal teams - Makes both teams equal. 

humongous - Makes all players larger in size and move 
a little slower. 

horsemen - All players are without heads. 

fire drill - All players move really fast around the field. 
juice - Players move quickly. 

blind ref - No penalties. 

gloves - Receiver has better hands. 

toast - ??? 

leech - Ball comes loose easier on strip attempts 
and hits. 


eed a little extra help on a game? Then call the 

people who made it. For your convenience, 
we've gathered the following list of tip lines for 
PlayStation game publishers. Most of the numbers are 
900 toll calls, so be warned—they will cost you. If you 
are under 18, you should get permission from whoever 
pays the phone bill before calling. Also, we don't main- 
tain these lines, so we aren't responsible for the infor- 
mation available on them. 


Acclaim .. 
Accolade 
Activision 


(516) 759-7800 
(900) 454-HINT 
(900) 680-HINT 
(408) 453-9828 
(203) 655-0032 
(900) 288-2724 
(714) 852-2351 
(310) 926-0947 
(415) 330-0600 


Capcom.. (900) 680-2583 
Crystal Dynamics. (900) 737-4767 
Data East. (900) 454-5435 
Eidos (900) 773-4367 


Electronic Arts .. 
Fox Interactive .. 
GT Interactive 


(900) 288-4468 
(310) 369-3900 
(970) 522-1797 


Hot-B .. (415) 567-9051 
Interplay. (714) 553-6655 
Jaleco .. (847) 215-1811 
KOEI. (415) 348-0500 
Kokopel (900) 370-HINT 
Konami (900) 896-4468 
Lucas Arts 415) 507-4545 
Махіѕ...... 510) 933-5630 
Місгоргоѕе (410) 771-1151 
Midway/Williams (903) 874-5092 
Mindscape . (900) 737-4468 
Namco... (900) 737-2262 


(408) 289-1200 


Playmates .. (714) 428-2112 
Psygnosis... (900) 976-4468 
Ready Soft. (905) 475-4801 
SCEA... (900) 933-7669 
Sierra... (900) 370-5583 
Spectrum Holobyte .(800) 695-GAME 


(408) 737-6800 
(408) 453-9828 
(310) 787-2900 
(900) 370-HINT 


Strategic Simulations. 
Technos 
Tecmo. 


Time Warner.. (408) 473-9495 
Trimark... (310) 392-3243 
Ubi Soft.. (800) UBI-SOFT 
US Gold.. (900) 288-GAME | 


Viacom (303) 739-4019 
Vic Tokai. (900) CALL VIC 
Virgin.. .(900) 288-4744 
VR Sports .. (714) 955-9592 
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hatchet - May be a stronger swim move. 
rejection - ??? 

show off - ??? 

deep grey - ??? 

psychic - ??? 

nyse - Very effective forearm shiver. 
busy ref - More penalties. 


Play As the Boss 

This isn't exactly the best fighting game around—in 
fact, it sucks—but at least there's a hidden playable 
boss. Choose "team battle" from the main menu. 


When the character select screen appears, press %, *, 
ЗЭЭ START: 


А Once entered correctly, Master Ishi will appear to the 
right of the other players. 


Adjust Strength 

During a match, press START to pause then press L2, 
R1, L1, R1, L2, R1. You will see numbers flashing on the 
left- and right-hand sides. Use the D-pad to increase or 
decrease your player's and opponent's strength. 


A Kick some ass by increasing his strength. Isn't it great to 
be a cheater! 


See the Ending 

While the game is loading, press and hold L1 + L2 + 

+ © + + on both controllers. Hold them until the demo 
begins and you will be treated to the final cinema. 


> After playing 
through this sad 
game, you are 
treated to a fasci- 
nating video of 
kickboxers 
stretching! 
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Play Soccer with Your Car 

This is a weird but mildly entertaining trick to use next 
time you pick up Peak Performance. Enter the course 
editor, and while holding X, press A to make your cone 
white. Set up your cones like normal, then choose your 
car and start your race. The white cones will now be 
soccer balls. 


А Despite what it looks like, It's actually kinda fun to hit 
giant soccer balls around with your car! 


All the Passwords 

Do you have a favorite level, or did you not get a pass- 
word for a certain one? Now you can go back and play 
any level anytime you want. Just enter the following on 
the password screen. 

Hero's Gauntlet: Hydra, Medusa, Shield, Medusa 
Centaur's Forest: Centaur, Herc's Head, Minotaur, 
Archer 

Big Olive: Centaur, Shield, Hydra, Herc's Head 

Hydra Canyon: Shield, Helmet, Shield, Soldier 
Medusass Lair: Archer, Pegasus, Archer, Centaur 
Cyclops Attacks: Helmet, Pegasus, Herc's Head, 
Archer 

Titan Fight: Soldier, Shield, Shield, Lightning 
Passageways of Eternal Torment: Medusa, Soldier, 
Centaur, Pegasus 

Vortex of Souls: Soldier, Lightning, Soldier, Centaur 


А Enter all your passwords here. 


Check Out All the FMVs 
FMV Cheat: Pegasus, 
Soldier, Centaur, 
Soldier 


> The animated 
FMVs for Hercules 
are fantastic. Now. 
you can watch 
them all without 
playing any of 
the game! 


Hidden "Game Rules" Options 
Achieve even more control over your game! Pause the 
game during gameplay, enter the options screen, then 
press L1, X, X, L1, X, D, R1, X, O, R1, С 


2. Next, press 
and hold * + + + A + O. You will automatically exit the 


options screen and return to the previous menu. The 
menu will have a new option titled Game Rules. Enter 
this and you can change a variety of options, including 
the foul sensitivity, out of bounds, and the shot clock. 


i 
ТҮЗІ 


4 Enter the above code on 
this screen. 


A Do it correctly and Game 
Rules will be available. 


XOK AEXT 


А Select Game Rules and you will be brought to this screen, 
where you can further customize your game. 


So Many Cheats, So Little Time! 

This game has enough codes to satisfy any cheater's 
appetite! Enter any of the following passwords in the 
pause menu during gameplay. 

Game Victory: NTTCLNS 

Game Loss: YPTFLWRM 

Enable God Mode: TSGDDYTD 

Cash: GLTTRNG 

Oil: VLDZ 

Magic: VRYTTL 

Upgrades: DCKMT 

Show Map: NSCRN 

Fast Build: MKTS 

End Game Victory: THRCNBNL 

Don't End the Game: NVRWNNR 

Lumber: HTCHTXNS 


А You will get the message “Cheats Enabled" if you enter 
the Warcraft 2 codes correctly. 
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| CODE pwwe 


We You must have a Game Shark to use these codes. 


ACE COMBAT 2 
Infinite Missiles . .8002caa80000 


.8002caaa0000 


.8006038c0042 
800203820042 
....800ba1 700309 


-8009d260ffff 
.800985с0155 
-8009dc9c0155 


Infinite HP for Character 
Infinite HP for Character 2.. 


FMV Passwords 
Enter the following passwords in the password option 
of the main menu before you start a game. 


4 FMV, anyone? 


New Opening: CLMX 

TOD Opening: TDPNNG 

Human TOD Act ІІ--Кһа2 Modan (burning town): 
HKHZMD 

Human TOD Act ІІ--Тһе Northlands (zepplin): 
NRTHLN 

Human TOD Act IV—The Return To Azeroth 
(destroyers): RTNTZR 

Human TOD Victory: HTDVCT 

Ore TOD Act II—Khaz Modan (hanging): RCKHZM 
Orc TOD Act IlI—Quel'Thalas (turtles): OLTHLS 

Orc TOD Act IV—The Tides Of Darkness (daemon): 
TDSFDR 

Orc TOD Victory: RCTDVC 

DP Opening: DPPNNG 

Human DP Act 11—Огаепог, The Red World (human 
thru portal); DRNRTH 

Human DP Act IlI—War In The Shadows (dragon): 
HWRNTH 

Human DP Act IV—The Measure Of Valor (ram): 
HMSRFV 

Human DP Victory: HDPVCT 

Orc DP Act lI—The Burning Of Azeroth (orc thru por- 
tal): BRNNGF 

Orc DP Act IlI—The Great Sea (shipyard): RCGRTS 
Orc DP Act IV—Prelude То New World (mage): 
PRLDTN 

Orc DP Victory: RCDPVC 


Mission Passwords 

Again, enter the following passwords in the password 
option of the main menu before you start a game. Then 
go to your favorite levell 

Human TOD 1—Hillsbrad: HLLBRD 

Human TOD 2—Ambush At Tarren Mill: MBSHTM 
Human TOD 3—Southshore: HSTHSH 

Human TOD 4—Attack On Zul'Dare: TTCKNZ 


Infinite HP for Character 3... 
Infinite MP for Character 
Infinite MP for Character 
Infinite MP for Character 
Quick Level Gain 
50,000 EXPs after each battle. 
20,000 APs after each battle 
Save game anytime. 
Earn 5000000 Gils 


NUCLEAR STRIKE 
Infinite Fuel 


Human TOD 5— Tol Barad: HTLBRD 
Human TOD 6—Dun Algaz: DNLGZ 
Human TOD 7—Grim Batol: GRMBTL 


Madden NFL '98 

Madden Secrets 

To use any of the following cheats, first select the 
"Front Office" in the main menu. Next, select "Create 
a Player." Enter a password in the name slot, and select 
"Continue." Select "Save and Exit" on the next screen. 
Repeat this process for each of the cheats. 


QS), CREATE nier 


HANDED: RIGHT. 
SKIN: LIGHT. 
CONTINUE 


A Enter the cheats in the name slot on this screen. 


Secret Teams 

Not enough teams for you? Well, nine more secret 
teams are hidden in the game. Here are the passwords 
to enter in the name slot: 

EA Sports Team: ORRS HEROES 

Tiburon Team: LOIN CLOTH 

All Time Leaders: LEADERS 

All Time Madden: COACH 

All 60s Team: PAC ATTACK 

All 70s Team: STEELCURTAIN 

All 80s Team: GOLD RUSH 


NFC: ALOHA 
AFC: LUAU 
y CREATE player 4 Once a code 
A» Я is entered, just 
Р gde through 
: е teams fo 
к find the new 


ones. Now go 
out there and 
show 'em 
who's the 
man (or 
woman)! 


- Infinite Specials. 


Doe e EE 800589320000 

STEEL REIGN 

Infinite Laser |... 800676540100 
- Infinite Laser Il.. 800076660100 

Infinite Plasma.. 8006768a0100 


infinite Phoenix Missile: 


Infinite Cannon. 
nfinite lon Cannon 
nfinite Mines... 
nfinite Guided Missiles. 


SWAGMAN 
nfinite Health 2аск.......................... 801090080005 


Secret Stadiums 
After entering any of the following codes, you will find 
the new stadiums in the Stadium Select screen. 


Astrodome (old Oilers): JETSONS 

Cleveland Browns Stadium: DAWGPOUND 
Old Oakland Stadium: SNAKE 

Old Tampa Bay Stadium: BIG SOMBRERO 
Old Miami Dolphins Stadium: DANDAMAN 
RFK Stadium (old Redskins): OLDDC 
Tiburon Sports Complex: SHARKSFIN 

Wild West (Late 1800s Texas): GHOST TOWN 


A Just what you always wanted, grid-iron action in a 


ghost town! 


NBA Hang Time 

Secret Players 

Their faces appear in the create a player mode, but 
that's all. Now you can access them with their complete 
stats. Enter their name and number in the "Enter 
Name" option when you start a new game. 

Dan Amrich: AMRICH 2020 

Dan Roan: DANR 0000 

Sal Silva: DIVITA 0201 

Scottie Pippen: PIPPEN 0000. 

John Root: ROOT 6000 

Sheridan Oursler: SNO 0103 

Mark Turmell: TURMEL 0322 


em 
Eod | 
ТІ! | 


илину! rawr | esate 
EMO anb. “ую шшш 


> t enter the 
code when you get 
to this screen, before 
the game starts. 


miss | 
START 


wuss || puss | 


START START 


[ON Wises ГОРМ] Пон NT 
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CODE Tinta | 


ATLANTA 
BOSTON 

(CHARLOTTE | 
CLEVELAND, л 


PRESS PA 


FORSTATS 


4 Their кчы 


wi be hidden, 


your weakness- 
es are. 


ONIN Wow NT 


MDK 

Weapon Cheats 

Are you running low on some items and weapons? 
Stock up with these handy little cheats and get back 
into the action. Enter the following anytime during 
gameplay. Do not pause. 

Hand Grenade: л, ©, D, 0, L1, + 

Mortar: +, L1, A, 0, +, О, €, + 

Dummy Decoy: X, L1, +, ©, X, t, 0 

Super Chain Gun: є, L1, +, O, A, *, + 

Cow Drop: *, +, +, L1, * 

Homing Sniper Grenade: +, *, X, 0), L1, L1, + 
Bones Airstrike: +, ^, O, +, *, +, L1 


А Find a mellow place to chill before you input these codes 
so you won't get blasted. 


NHL Breakaway '98 

Third Jerseys in Exhibition Mode 

After you hit Start Game on the Set Up screen, hold + 
+ C until the rink appears. Your team must be the visi- 
tor. This code will only work with the following visiting 
teams that have a third jersey design: Anaheim, 
Boston, Chicago, Tampa Bay, Rangers. 


А Codes like this are useless in terms of 
depth they can add to the game makes 
Love those uniforms, Anaheim! 


imeplay, but the 
RAM AER 


Gameplay Cheats 

Pause your game and press R1, R2, *, *, R1 to bring 
up two cheat menus. They're found in "Statistics" and 
called "Pete's and Pat's Cheats." 


A After entering the code, enter the Statistics option and 
you'll find two new options available. 


Pete's Cheats 


IG PLAYER: 


Pass Lm 
PHAX PUCK 
BG HEAD 

FLAT, FOOT 


Blood Mode: Inactive—These options have been deac- 
tivated but are still listed. 

Big Players: Makes the players bigger. 

Little Players: Makes the players smaller. 

Pass Lines: Draws a line on the ice to the default pass 
recipient. 

Phat Puck: Big puck. 

Big Head: Big Heads. 

Flat Foot: Big Feet. 


Pat's Cheats 


FAST CLOCK 
SHIP MUNK MODE 


Offensive Al: Inactive. 

Defensive Al: Inactive. 

Free Puck Al: Inactive. 

Skeleton Mode: Turns current player into a wireframe 
model. 

Fast Clock: Speeds up clock. 

Chipmunk Mode: Speeds up announcer. 

Scary Mode: Slows down announcer. 

Brutus Mode: Increases damage done in fights. 


Game Fanatic Mode: Inactive. 

Play Organ: Plays Organ. 

Play Misc. Announcer: Stadium Announcements. 
Home Happy: Announcer says players names on the 
home team in an excited voice. 

Home Sad: Announcer says players names on the 
home team in a flat voice. 

Away Happy: Announcer says players names on the 
away team in an excited voice. 

Away Sad: Announcer says players names on the 
away team ina flat voice. 

H-Star: Crowd cheers for favorite player on the home 
team when ever he gets the puck. 

A-Star: Crowd boos for star player on the away team 
whenever he gets the puck. 

Sound Test: Sound test. 


NHL Powerplay 98 

Hidden Teams 

To access the two hidden teams, the Rad Army and i 
Virginia Blasters, select “New Game.” Next, select 
“Exhibition,” then press and hold X, A, O, О until the 
"Team Select" screen appears. The two hidden teams 
will appear at the beginning of the team list between 
U.S.A. and Anaheim. 


Treasures Of The Deep 

Game Codes Galore 

The following cheats are definitely game-spoilers, but 
who can resist such killer codes? We don’t recommend 
using them to finish the game—just use them when 
you need a little help. Max air and health, max gold, 
uncovering the overhead map, and double time in shark 
attack are some of our favorites. Pause the game 
before entering any of the codes. You will be immedi- 
ately returned to the game if you enter them correctly. 


Open All Doors in Current Level 
eX et t AAT O Gi Xx Ona, E] 


Max Gold 
vost t toe e OO RIERA И 
R1, R2, L1, L2 


SAA you nter hs Mex: dol cade es e RES 
Ad yout ec ol кыру уос ned i bur te a 
ferent subs and equipment. 


Max Air and Health 
ve ttd D QE eX 


Invincible 
*XtUut*t DON *,O, O, A, A, X, X 


Director Camera 
SX Ce ERS AUS eO ОКАП Ха 
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Uncover Overhead Map 
SS ES eA ООО ХЫ 


All Missions Available 
EXE AA, *00t** t t AX 


Mission Complete for Current Level 
ЖОЖ emp ttAAY* OOD A E 


Fish and Game License 
No fines—kill all the endangered fish you want! 
ОЕА t ATA UP O ORA RUA, ВІ 


Super Speed 
+X, €, E, f, *, A, A, *, *, O, О, R1, R2, RT, R2; 
R1, R2 


Get Tablet Piece for Current Level 
XX e f t ТАҚУА OO LL EE, 
to 


Overlays On\Off 
Коб ISA ROO e OF IKEA 
XA 


Reset Continues To Three 
ERRONEA A, *, *, O,  R2, R2, R2, 12, 
L2, L2 


Turn Currents On\Off 
9X, ¢, Dy f, f, A, %, %, 0,0, ЛЕЛИ E2; R2, X 


All Weapons 
baile Sean aan hat, ft A. Cee 
L1, L1, L1, L1, R2, R2, R2, R2, L2, L2, L2, 


Nightmare Creatures 
Character Combos 


Uncapped Frame Rate 
We have no clue what this does... 
he etit AUAM DIOE ЄС CO 


Unlimited Air 
xe ppt + ЛАА ЭЖ ООМО ХЕ T ие 


All Equipment 
Sok Si t to ДА УО СТИВ 
АТ, Ri, ВТ, L2, L2, L2, L2, R2, R2, R2, R2 


Unlimited Payload 
VIX CI t f AA * Y O GARIN 


Double Time In Shark Attack 
*,X *,U, t, f, AA *, 9, О, О, L2, L2, L2; А1, ВТ, 
R1, R2, L1 


All Missions Complete 
+ X 6,0 f, t AA *, О 0 EEN X, EL A. 
AADXXX 


Turn Enemies' Collision Off 
x Xe tr TA UNICO ag er ON 
ЖА Ату OUO 


Screen Shot Cheat 
Turns off the pause menu. 
VK UII TANE REOR UN. 


Shark Mode 

Play as a shark in a special level on the California coast! 
You must finish any normal mission after collecting 85 
to 90 percent of any level's gold (except for the training 
level). No cheats will get you there, but they might help! 


Use the “double time in WH 
shark mode" code over 
and over to give your- 

self all the time in the 


world to go around eat- 
ing helpless seals, dol- 
phins and whales. 
Killing whales is not 
very PC, but hey—it's a 
videogame, and a fun 


one at that! 


A This new shark level will appear if you get enough gold 
from another level. eee a 


If you're going to successfully rid 19th century England of evil, then you need to get some skills. Use the following complete list of moves and combos for both characters to 
totally whomp on some creature butt! Note: Partial combos will also work effectively. 


Father Ignatius Blackward 
Double Kick: O, © 
Triple Kick: O, O, O 
Double Strike: X, X 
Triple Strike: X, X, X 
Hammer Curl: X, Г, 
Lunge Kick: О, A, X 
Crescent Kick: п, XX 
Windmill Slam: X, X, X, © 
Scottish Backhand: ©, X, ГІ 
Spin Strike: X, D, X, O 
Ahab's Spear: Г, A 
Ahab's Revenge: Г, X, D, 
High Kick Feint: 2), A, Г 
Judas Jack Knife: X, A, 
2 3 


u 


Last Judgement: X, 5, © 
Hammerhead Crush: X, 2, A 
Armageddon Tactic: RUN, +5) 
Tornado Kick: ^ +X 
Roundhouse Volley: + +7 
Flying Elbow Smash: A, X 
Flying Staff Strike: A, [1 

360 Jam: X, A 

Back Strike: +, O 

Block: © 


Nadia F. 

Double Kick: X, X 
Triple Kick: X, X, X 
Double Strike: 0, [1 
Triple Strike: 5, O, [1 


Back Flip Kick Combo: D, Г, [1 X, *+X 


Side Flip Kick: 0, Г, 
Gymnast Kick: Г, 
Muscovian Boot Stomp: 
Feet of Fury: 5, X, X, 
Cyclone Volley: X, X, 
Wuthering Slice: X, 
Whip Slash: X, 5 
Bloody Ballerina: 
Gymnast Strike: X, % 
Divide and Conquer: 
Whirling Dervish: *+ 
Spin Blade: ++] 
Overhead Slam: 4, X 
Flying Cross: A, ГІ 
Back Kick: *, X 
Block: © 
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Calendar of Events 


Live events begin 6:00 PM PST 


IMAGINE GAMES NETWORK unless other wise noted. 
Ў DECEMBER Contests and polls will be posted 


6:00 PM on the designated days. 


WWW. imaginegames.c com 
NEXT 3 SE mm 


о N L 


Dec. 1 Monday One-year Anniversary Special PSxPower has been Dec. 9 Tuesday Super Q&A Day More than 20 of your most burning ques- 
online for a year now. We'll take a look tions are answered by Next Generation Online. 
back at the games of 1997, as well as some of www.next-generation.com 


the bigger industry events that have made 


(REI one azine) cal WU PSX рокот Dec. 10 Wednesday Otaku Christmas Try the contest and win a prize! 


SaturnWorld is giving away the items in our 


Dec. 2 Tuesday Patent Wars Next GeneratioN Online talks with a prominent Sonic Fix section to lucky winners. Get Sonic 
developer about the disturbing trends in soft- dolls, figurines, chopsticks, Virtual On sta- 
ware patents. Read this exciting interview tionery, and more! www.saturnworld.com 


today. www.next-generation.com 


Dec. 11 Thursday Surprise Palace Developer Join N64.com when we 
Dec. 3 Wednesday Japanese for Gamers The Codex of Japanese game host a Palace chat with a very special surprise 
companies. Saturn World teaches you how to developer. www.n64.com 
search the release lists for your favorite firms to 
snag those games that'll never come out here. 


Ww A a сой Dec. 12 Friday PCs Better Than Consoles? it's the great debate. Which is 


better? Join the UGP Online editors on the IGN 


P Palace to sort it all out. .ultragp.com 
Dec. 4 Thursday Why Cartridges? Has the decision to stay with the tried- И pae RO 


and-true gaming format hurt Nintendo in the 
long run? We give readers the technical break- 
down on carts, the advantages and disadvan- 
tages of the format, and the cost issues. Don't 
miss this high-tech special report. 
www.n64.com 


Contest: Create a 3D demo Create a 3D demo (similar to the ol’ Amiga days) 
and win one of three types of 3D accelerators 
as well as 3D accelerated games. Contest will 
begin on December 12th and run until Jan 
12th. Winners can receive - - a Riva 128 based 
card, a 3Dfx rush or voodoo based card as well 
as 3D accelerated games. 


Dec. 5 Friday: Game of the Year Ultra Game Players Online sorts through осири 


the year's hottest releases to determine our pick 


E ul Қ Е ; 
ithe est сае е атан GER com Dec. 15 Monday: Feature: Sony Music Entertainment It's not just 


. j music anymore. Ever since PaRappa, Sony 
Dec. 8 Monday Contest: Write Your Own RPG RPGs are all the rage Mic hae Been ie develops to watch We take 


right now. Send us your treatment for an RPG, a look of some of its upcoming titles. www.psx- 
and the best one will win an RPG prize pack- power.com 


age! www.psxpower.com 


E Affiliates: 


PlayStation Saturn PC 


ON STON 
PlayStation 


nation WEBPROJECT 


In an effort to make it easier for you to get 
the games you want, the Imagine Games 
Network and Electronics Boutique have joined 
forces to offer an exciting and FREE service. 


Pre-Order the hottest games online with IGN and EB! 


Through this exclusive partnership, IGN visitors can reserve 
their copies of the hottest games before they are released, 
by pre-purchasing them online, as well as purchase current- 
ly released titles. Now you can have the hottest games in 


your hands at practically the same time they hit store 
shelves, guaranteed -по lines, no malls, no hassles! 


Make it easy on yourself! 


www.imaginegames.com/store.html 


Here's just a small sample of the 
many games currently available for 
order and pre-order through IGN: 


Dark Reign (PC) 


Castlevania (PSX) 
Colony Wars (PSX) 
Crash Bandicoot 2 (PSX) 


Hexen 2 (PC) 
Jedi Knight. (PC) 
Madden 64 (N64) 


DEC.15: Monday Vote for Your Favorite Games of 1997 Vote in lots 
of categories for specific things you loved 
about video games in 1997! We'll be accepting 
votes beginning December 15. See the results 
on January 1st, 1998. www.videogamers.com 


Five of the hottest PC Demos 
arrive at Next Generation Online. Get them all 
now. www.next-generation.com 


Dec. 17 Wednesday The Big List Short and sweet reviews of every single 
U.S. Saturn title. Just in time for the holidays, 
too! www.saturnworld.com 


N64.com gives readers a no 
nonsense critique of the five best and worst 
games available in time for the holiday season. 
We'll tell you about the best buys for your 
buck and what games should be avoided at all 
costs. www.n64.com 


Dec. 19 Friday Hep: The Legend What is 'Hep' and what the heck does it 
have to do with gaming? Find out in UGP 
Online's craziest feature yet. You won't want 
to miss this one! www.ultragp.com 


The new year is almost 
upon us, and that means another year of great 
games. PSXPower examines these games, and 
points out the ones to watch. 
WWW.psxpower.com 


Dec. 23 Tuesday Quake Resource Update Next Generation takes anothe 
look at the best resources for Quake players 
including updates, GL patches, and the best 
mods on the Internet. www.next- 
generation.com 


Fighting Force (PSX) 
Final Fantasy VII (PSX) 


Resident Evil 2 (PSX/PC) 
San Francisco Rush (N64) 
Starfleet Academy (PC) 
Starship Titanic (PC) 

Tomb Raider ІІ (PSX/PC) 
Ultima Online (PC) 


Marvel Super Hereos (PSX) 
Diddy Kong Racing (N64) 
Porche Challenge (PSX). 
Postal (PC) 

Quake 64 (N64) 
Quarterback Club 98 (N64) 


Say hi to the SaturnWorld editors in 
a totally natural and unscripted feature about 
the high-paced world of Saturn games. 
www.saturnworld.com 


Dec. 25 Thursday Insult the Editors Day The editors of N64.com will be 
hosting an “insult the editors" Palace session 
for your enjoyment. Disagree with an editorial? 
Don't like our review? Love wrestling? Let us 
have it — but prepared to take it as good as 
you can give. www.n64.com 


Ultra Game Players Online looks ahead into 
1998 to bring you a glimpse of the new year's 
hottest prospects and major events. 
www.ultragp.com 


Dec. 29 Monday Special Chat PSXPower hooks you up with a major devel- 
oper who will talk about the company's latest 
game as well as snippets from forthcoming 
titles. www.psxpower.com 


Palace chat with the stellar online 
writers who hook you up everyday with the 
best in the business. See what they really think 
of the latest games. www.next-generation.com 


Dec. 31 Wednesday Editorial Challenge The editors from the online sites 
N64.com, Saturnworld, Ultra Game Players, 
and PSXPower take each other to task in this 
reader-requested special debate. A rip-roaring 
time for all. www.saturnworld.com 
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PSM isn't just a passive experience, so drop 
: us a line at PSM Letters, care of Imagine 
Publishing, 150 North Hill Drive, Brisbane, 
CA, 94005. Or even better, if you have access 
to e-mail, we're at psm@imagine-inc.com. 


welcome то rhe premier farum for e] 
fans, where we dig into raddu's.Harresr issues 


Lid Sticker Madness 

| recently bought your September issue, 
and | think the sticker is pretty cool. Will 
you put stickers in every issue? If you do 
put them in every issue, will you also put 


them into the sub- 
scribers issues? 


Vince Luu 
Chinviet@pac- 
bell.net 


You guys 
have the 

baddest 4 
stickers. | 

hope you con- 
tinue having them. Do 
you think you are going to 
include them each issue? 
You should put your cov- 
ers on the stickers, since 
your covers are the best 
on the stands. 


A Lid stick- 
ers are in 
ample abun- 
dance, so 


Ami Wild 
awild@hapzone@net 


B STEVE: It sounds like you guys 
love our PlayStation lid stickers! We 
are going to try to include the stickers 
as often as possible. If we don't 
include one, it's probably because we 
wanted to include some other freebie, 
such as a poster. Subscribers don't 
have to worry, either, as both the 
newsstands and subscriber editions 
of PSM are identical in every way. 


My biggest complaint with game maga- 
zines has always been the lack of depth 
in the sports area—I think your magazine 
is a nice change of pace. My second 


UF 


1 us at psm@imagine-inc.com. 


150 North Hill Drive, Brisbane, CA 94005. You 


Wanna hook up with other gamers 
from around the world? Just drop 
us a postcard with your name, ad- 
dress, favorite genre, your current 
favorite games, and your age. Send 
it to PSM Link-Up, c/o Imagine Pub! 


don't worry! 


Reinhardt, age 16 


complaint is that they sometimes spend 
too much time and space on games that 
are so far away from production. It's 
pointless for readers to bother with them 
so early, since we will forget about them 
by the time they are released. | want to 
know more about what's coming out 


now and how good it is, with all the 
N information and screens that help 


me spend my hard-earned 
cash in the right place. 
Your maga- 
zine is of very 
high quality, 
and | hope you 
guys enjoy 
working on it 
and don't lose site 
of what you really 
are—gamers 


PS. | would like to get into 
the gaming industry as a 
tester or possibly a writer, maybe for 
your website. Where could | find out 
what positions are available? 


David Benko 
debst4+@pitt.edu 


B> STEVE: Well David, we're glad to 
hear your input. You think magazines 
shouldn't cover too many games that 
are a long way from being released. 
That's a good point, but early infor- 
mation about a game—especially an 
eagerly anticipated one—tends to 
interest a vast majority of gamers. | 
agree that we should have plenty of 
more recent previews, as well, but 
the magazine should have some sort 
of balance. Hopefully, PSM has 
achieved that balance. 


Pete Sittirug, age 18 


Favorite Games: 


Becoming a writer for the video- 
games industry can be tough. It actu- 
ally requires quite a bit of luck. The 
best place to look for available jobs is 
either on the Next Generation site or 
on our official company site: http:// 
www.imagine-inc.com When talking 
to potential employers, it always 
helps to have writing clips, even if 
they aren't game reviews, You'll have 
to be persistent! 


As an avid reader of nearly every leading 
gaming mag, | have learned to subscribe 
only to the real goods. Your magazine 
easily makes it into this category. | would 
like to see only one thing added to your 
and every other magazine: a section that 
bashes all the new releases that are just 
plain pathetic. You all have accolades for 
the good games, as you should, but 
readers like myself would love to be 
entertained with well-written articles de- 
grading trash games! Sure, the game 
companies may get a little upset, but 
they shouldn't even release trash like 
this to begin with! 

On to other matters, it is a good 
thing that Sony saw the light and gave 
gamers what we want for a change— 
an uncensored ver- 


on the PlayStation. A wise move, con- 
sidering Mega Man 8's strong sales. 

| would also like to know an answer 
to a rumor | have heard. Is Square re- 
releasing the legendary classics, Final 
Fantasy I-VI, on the PlayStation in Japan? 
Are they coming over here? If so, when 
and in what format? And will we see a 
Twisted Metal 11? 
Steve J. Bonetti “Illumina” 
sjb183@psu.edu 


b> STEVE: We love to bash bad 
games as much as the next guy, 
Steve, but why focus on the bad 
games when there are so many good 
PlayStation titles? We want to cover 
the games that our readers will prob- 
ably buy, not ones that are obviously 
going to wind up in a budget bin. 
Maybe we will do a feature one day 
that talks about the true stinkers that 
make their way to the stores. That 
would be loads of fun! 

It's great that Sony has become 
more aware of what U.S. gamers 
want, Censorship has been a big is- 
sue since the days of Mortal Kombat, 
and it's nice to see a company stand 
up for its con- 


sion of Final Fantasy 
Vil. We gamers en- 
dure too much cen- 
sorship as it is 
already, and it pleas- 
es me to see Sony 
stand up for us for a 
change. Also, | see 
that Sony reversed 
its anti-2D policy 
and is letting Mega 
Man X4 be released 


Valentino Valdez, age 19 
Len Tisdale, age 40+ 


Favorite Genre: Fig 


sumers. Releasing 
an almost uncen- 
sored Final Fantasy 
Vil (Sony actually 
did change a few 
things) is a great 
first step. Hope- 


4 The classic Final 
Fantasy games will be 
released in Japan, but 
you probably won't see 
them here, Steve. 


Sean Casey, age 16 


Favorite Genre: 
Favorite Games: 


4 Decemaen ПИ ОИУУ PSM 1997 4 


LETTERS 


The release of Ogre Battle in the States is 
ап encouraging sign—hopefully PlayStation 
publishers will take note of the growing 
interest in such classic game titles. 


fully, Sony will continue in this direc- 
tion with its future titles. 

Square has indeed started re- 
releasing versions of its earlier Final 
Fantasy titles, but there is little 
chance that U.S. gamers will ever see 
them. Sony probably doesn't believe 
that the graphics and sound 
from the 8- and 16-bit 
days would ever sell 
well. Of course, Ogre 
Battle was released 
here, so who 
knows? Keep writ- 
ing to them and to 
us, and maybe we 
can persuade them 
to change their minds. 
After all, the companies 
shouldn't control the indus- 
try, the consumers should! 

As for Twisted Metal 3, 


Just got the first issue and | loved it— 
very nice work. Will you be doing a walk- 
through every issue? Wild Arms would 
be nice. And so would a free t-shirt! 


John C. Baker 
cobra132@juno.com 


Wild Arms is a great 
game, John, but it’s a little 
Sony is rumored to be feo late for a strategy. 


working on it. 


NOAH: When it's appropri- 
ate, and if it's a cool-enough 
new game, then we will do a 
walkthrough. As for Wild 
Arms, it has been out for a 
while, and plenty of strategies 
are already available. Because of 
this, we won't be covering it. 
However, you can count on PSM to 
bring you the most in-depth and 
thorough walkthroughs for all quality 
RPGs in the future. 


Oh yeah, the free t-shirt—l'll think 
about it. 


You guys are also doing a great job with 
your codes section, and | look forward to 
it each month. Do you know of any real- 
ly good websites where | can find the lat- 
est codes and faqs? Do you discover the 
codes for yourselves, or do you get them 
from websites and companies? Thanks 
for your time, and the mag rocks. 


John Garret 
(no address provided) 


NOAH: Thanks for the 
compliments, Mr. Garr- 
et. l'm really trying 
my best to get all 
the codes that are 
out there. | get our 
codes from all 
over and by any 
means necessary— 
from publishers, de- 
velopers, and secret 
sources; online; and in 
Japanese and European 
magazines. | also try to 
figure them out on my 
own. The following are a 
few of ту favorite 
cheater web sites—check ‘em out: 


The Japanese videogame market is 
so large compared to the U.S. one, and | 
was wondering if you think more U.S. 
companies are taking chances on porting 


U.S. wrestling games just can’t match 
Japan’s all-out mayhem. 


over niche titles. Sony is taking a chance 
with Parappa, but do you think more 
companies will follow them? | feel that it 
can only benefit U.S. gamers. What do 
you think? 


Matt Lark 
(no address provided) 


Dear Bill-san, 

| love your Japanese section. You are 
doing a great job covering games that 
people are interested in. Good Job!! 
Since you see so many foreign games, 
do you get upset that very few of them 
come to the U.S.? | wish more Japanese 
games would come out here, especially 
cool Japanese wrestling games. 


David Dallas 
dd134@aol.com 


BILL: | personally am all for bring- 
ing niche titles Stateside, particularly 
Japanese wrestling games. WWF and 
WCW can't even touch the brutality 
that is Japanese wrestling. The only 
thing that would come close in the 
U.S. would be an ECW (Extreme 


Championship Wrestling) game, al- 
though it wouldn't have Japanese 
trademarks like "piranha-tank death 
matches." As for other niche titles, it's 
really going to depend on whether 
the title is seen as too cultural-specif- 
ic. | don't see Super 
Virtua Pachinko ІІ X rak- 
ing in lots of cash here. 


First things first—l would 
like to thank you for creat- 
ing the best gaming mag- 
azine ever. My friends 
and | had been comment- 
ing on how we wished 
and thought that some- 
body should design a 
mag devoted only to 
PlayStation. | guess there 
really is a God after all. ! 
have a few questions | 
would like to ask, however: 


1. In your first issue, you talked about dif- 
ferent ways to connect the PlayStation, 
one of which | believe was an RGB 
cable. What exactly is an RGB cable, and 
how do you know if your TV is compati- 
ble with it? 


2. l'm an extremely huge motorcycle fan 
In the October issue, you talked about 
Moto Racer GP, and | noticed the game 
has the motocross style. | was wonder- 
ing if any companies have developed any 
motocross games? 


Natas 
(no address provided) 


NOAH: We actually overheard 
you and your friends commenting on 
how someone should make a maga- 
zine dedicated solely to the PlaySta- 
tion and stole your idea—and that's 
how PSM came about. 

1. An RGB cable will give you the 
highest resolution with no color- 
bleeding. You would know if you had 
a TV with an RGB input—it probably 
cost way over a thousand dollars, and 
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Keep an eye out for Acclaim’s upcoming 
title, Supercross, Natas. It’s looking good 
so far, and it may be right up your alley. 


it will have a plug on the back that 
looks like a plug you'd find on a com- 
puter monitor. 


2. There is VMX racing, but it's a real- 
ly, really bad game and should be 
avoided. Acclaim is bringing out a 
game called Supercross that is look- 
ing totally tight. It's still in it's early 
stages at Probe, but it may be out 
towards the end of the first quarter 
next year. 


| really like the first two issues of PSM. If 
| didn't, | wouldn't be sending this e-mail. 
| have some questions for you guys: 


1. Will PSM publish any hint books for 
games, or will you just keep your tips in 
the magazine? 


2. Will Salamander Deluxe Pack come 
out in the U.S.? 


3. Will Street Fighter 3 come out for the 
PlayStation? 


Vince Lopes 
jjs@azstarnet.com 


STEVE: Hey, Vince. You are asking 
a lot of popular questions... 


1. | don't think you will see any full- 
size PSM hint books. We spend so 
much time on the actual magazine, 
that any attempt at making a sepa- 
rate book would be futile. On the 


same note, we may be enclosing 
special mini-books with our mag- 
azine in the future that contain 
strategies and/or codes for the 
bigger PlayStation titles. 


2. Konami has decided to release 
Salamander Deluxe Pack in the 
U.S. It should be out in December. 


3. Capcom has not announced 
any info about a possible Play- 
Station release for SFill. | find it 
highly unlikely due to the Play- 
Station's memory limitations. Marvel 
Superheroes had to have quite a 
number of frames removed to fit into 
the two-megabyte limit. Considering 
that SFII is on a CPSIII board (MSH 
was only оп а CPSII), it is difficult to 
imagine a decent port. l'm not saying 
that there isn't going to be one, but | 
will be impressed if there is 


| really am enjoying your magazine so far. 
Most PlayStation-only magazines that 


Our reviews are on the simple side, but 
we tell you what you need to know. 


have been on the market take about ten 
minutes to read, but PSM is a treat. The 
issues I've read are packed with every- 
thing possible about the PlayStation, and 
| want to say keep up this good work. 

| do however, want to comment on 
your review pages. This is the one area 
that | feel could be improved upon. 
Each review 
is too short, 
and | feel 
expanding 


their size would give us a better view of 
the games. An example would be your 
review of Abe's Oddysee. You don't 
mention the horrible way it saves your 
game, or that when you save the game 
it may not put you exactly where you 
thought it would. These are things read- 
ers would like to know, and why the 
reviews need to be expanded. 


Flounda 
flounda@scsn.net 


CHRIS: We've had a few letters 
wanting longer, more detailed re- 
views, so | thought l'd give you guys 
my take on why we do things the 
way we do. What you have to realize 
is this—if we give each review more 
space (say, a page for each game), 
then we would have to cut down 
most of the other sections, and lose 
some of them entirely. We wouldn't 
be able to preview nearly as many 
games, the letters section would be 
much shorter, and so on. So, we 
opted for a more concise reviews sys- 
tem. However, | think you'll find that 
our reviews still contain plenty 
enough information to help you make 
a buying decision. Maybe we don't 
give you a level-by-level rundown of 
the game or rate it on a 1-100 scale, 
but after reading our review, you'll 
know whether or not you're interest- 
ed in buying it—which is what it's all 
about, anyway. 


RPGs are my absolute favorite kind of 
game. It all started with a great little ditty 
on The Sega Master System called 
Phantasy Star, but my love for them was 
turned up to full volume when | was 
introduced to Square's Chrono Trigger. 
After reading your article about why 
RPGs are more popular in Japan 
(Issue #2), it left me thinking. | 

love RPGs because of the fasci- 
$nating stories they tell. It's not 

that | am trying to escape 

from reality, but they are a 
heck of a 

lot better 


than a 90-minute flick that has been 
done at least 10 times by different direc- 
tors. This could also be said about RPGs 
| suppose, but it seems that companies 
like Square, Konami, and even Sony are 
able to somehow make it new all over 
again. 

It seems that I'm always reading 
somewhere that RPGs just don't sell in 
America, and thats why more aren't 
being released. Yet | used to work in a 
Buy/Sell/Trade game store, and we just 
could not keep enough RPGs in stock. I 
would say that easily 90 percent of our 
customers wanted RPGs, no matter 
what system they were on. | know that 
a little store in Washington doesn't make 
up the percentage of games sold nation- 
ally, but | would speculate that this trend 
occurs all over the U.S. 

With some of the RPGs that 32-bit 
developers release here in the U.S., like 
Beyond The Beyond and Persona (Dou- 
ble Yuck!!), how can they expect RPGs 
to sell well? What we gamers need are 
more titles like Suikoden and Wild Arms. 
l'm not even going to say Final Fantasy 
МІ, because that is in a realm all its own. 
What can we gamers do to prove to 
Sony that we want more RPGs? 


“Viva La Chrono" 
Helmsly316@aol.com 


STEVE: You have a good point, 
“Viva.” RPGs often get the bum-rap 
in the U.S, There seems to be a 
steadily growing fan base for the 
genre, but most companies still feel 
that RPGs just aren't popular enough. 
Final Fantasy VII will definitely help 
change a few minds. Several hundred 
thousand units were purchased with- 
in the first few days! Hopefully, com- 
panies will look at the sales figures 
and learn that good (1 emphasize 
good) RPGs can do as well as other 
titles—often better. 

1 know you have to be patient, but 
with titles like Suikoden 2 and Final 
Fantasy Tactics soon to be out, the 
wait will certainly be worth it. Be sure 
to e-mail the companies to get your 
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Each month, we put together three tough tests of skill—if you're good 
enough to meet the PSM challenge, you can win cool prizes and see 
your name in lights! Remember, only one winner will 

be selected from each challenge, so get your entry 

in early. Send in your entries to PSM Top This!, 

c/o Imagine Publishing, 150 North Hill Drive, 

Brisbane, CA 94005. Sorry, we can't return 

any pictures or videotapes you send. 


this month's loot: rhe ascii arcade stichH!!! ae 


Challenge #1: Crash 2 ; Challenge #2: Test Drive 4 i Challenge #3: SF EX Plus Alpha 
Can you get all the bandi-booty? : Can you beat Noah's time? : Who's got all the fly moves? 


The ultimate test of speed can only be found on a : Are you a true Street Fighter master? Have you per- 
drag strip. We want you to put the pedal to the metal : fected your fighting skills? Well, now's the time to 
and show us what you've got by sending your : prove it. All you have to do is play through the expert 
fastest time on the drag strip course. Noah current- : training mode and accomplish every character's 
ly holds the office record of 10:406 with the Jaguar, : combos and special moves. Just make sure you 
and that is the time to beat. Get us a polaroid or : send in a photo or a videotape of the main screen 
videotape of the the screen at the end of the race : that lists all the characters and the number of train- 
with your time, and write down which car you used. : ing sessions you have successfully completed— 


Here's a special challenge going out to all you nutty £ 
bandicoot-lovers. We want you to search through : 
the game and find every crystal, every clear gem, 
and every colored gem. Sound tough? Well, you can 
use our strategy guide to help you out. But it still 
won't be easy. When you've collected all the : 
required items, take a picture (or videotape) your 
inventory screen to prove your worth. If you're the = 


first one we hear from, then you win! 


opinion heard, and don't forget to 
post your thoughts on the news- 
groups, either. Most companies will 
take your views to heart, and if 
enough interest is noticed, then more 
RPG releases are inevitable. 


| love the PlayStation and have never 
regretted purchasing it. The only thing 
that concerns me is the fact that the 
PlayStation may be running out of 
steam. 3D games are starting to look like 
they are pushing the system too much. 
They just don't look solid any more. On 
the 2D front, games such as Marvel 
Super Heroes are barely making it to the 
PlayStation due to the console's very lim- 
ited memory restraints. 

Don't get me wrong, | want the Play- 
Station to last as long as possible. It just 
worries me that companies 
are having difficult times 
doing good ports of our 
favorite games. What do 
you think? Is the hardware 
being maxed out already, 
or are developers still 
learning to program for the 
PlayStation? | see future 
games like Metal Gear 
Solid and am amazed that 
they are being run on a 
PlayStation. It brings me 
hope that there is still a lot 
of potential left in every- 
one's favorite console sys- 
tem, but is Metal Gear an 
exception to the rule? Do 
you guys feel that there is 
Still a lot of surprises ahead? 

Now that the specs for the new Sega 
Dural system have been released, 


4 With hot games like Metal 
Gear Solid on the way, who 
needs PlayStation 2? 


2 Only the top time will win, so start your engines! 


gamers like me are anxious to see what 
Sony plans to do. Is it going to abandon all 
its fans and release a system too early? If 
it doesn't, how can it hope to compete 
against the impressive hardware that 
Sega has produced? Personally, | want 
Sony to hold back and keep the Play- 
Station franchise going for a couple more 
years, but only if games will continue to 
get better. Nothing is worse than having a 
game system where each new game 
looks and/or plays like the one before it. 

Anyway, thanks for listening to the 
ramblings of a PlayStation owner. You 
guys have a great mag, and | look forward 
to your next issue. 


Wes "Cool Bird" Marks 
hapore@geolink.net 


B CHRIS: | think you're 
worrying a bit too much. 
Plenty of quality games are 
coming out for the Play- 
Station in the upcoming 
year. Metal Gear Solid is 
one of the better looking 
games, but other compa- 
nies are developing titles 
that look to take the 
PlayStation to even higher 
levels. Square is starting to 
M work on FFVIII, which 
should surpass FFVII in 
every way. 

Game developers are 
starting to see how much 
power the PlayStation 
actually possesses, now 
that they are getting better at under- 
standing how to program it. Sure, 
someday there will be a PlayStation 2, 


but as long as gamers support the cur- 
rent PlayStation, new games will keep 
pushing the system past its limits and 
we'll never have to worry about being 
left behind by Sony. 


The Lethal PSM Staff: 

Highly Trained Professionals 
Congrats on the new mag. | have been 
dedicated to PlayStation since it came 
out, and | would like to know something 
about your jobs. What skills does it take 
to become what you guys at PSM are? 
And what classes would help? Thanks, 
and keep up the good work. 


Foltex 
FolteX@aol.com 


B NOAH: The qualifications for 
such a career are as yet a little unde- 
fined, and we all come from a multi- 
tude of backgrounds. Personally 
speaking | was a double major in 
Mass Communications and Fine Art. 
The most important thing that pre- 
pared me for this career, though, was 
playing games instead of doing 
homework. This may not be what 
your parents want to hear, but it 
worked for me. 


> Steve's ties with the ruthless 
Oregon mob ensured his success in the 
gaming industry. 


: because we just won't take your word for it! 


B> STEVE: | don’ t think any specific 
classes will help you get a job like 
ours. However, writing and English 
classes do look good when you are 
applying for any position related to 
journalism. Try to gain a broad knowl- 
edge about the videogames industry, 
and be up-to-date about the latest 
games. | got my knowledge working 
for the Oregon mafia... 


B® BILL: Tons of Nihongo (Japanese) 
classes are essential to keeping up 
with the Japanese market. The most 
important thing is mastering the kana 
alphabets (hiragana and katakana) 
and kanji (Japanese characters). Once 
you've got these skills, the rest you 
can do outside of class—reading 
Japanese import mags, surfing the 
Japanese Internet, and reading text or 
listening to the characters speak in 
import games. 


B CHRIS: | worked at Roses depart- 
ment store for a week and a half. 


B> CHARLES: | was an iron 
worker with a psych major 
before | got into publishing. 1 
took some desktop publish- 
ing classes and some 
copyediting class- 
es, then started 
temping for pub- 
А lishing compa- 
nies. It really 
helps to have 
some published 
writing samples. 


Got some old games lying around just collect- 
ing dust? Maybe you've already tried the old “1 
got these by mistake for my birthday” excuse 
at every shop in town, but no one will trade 
them? Then get rid of ‘em here, for free! 


LACE 


round 
offer 


the place ra buy, sell; ‘on.trade games, peripher- 


als, and anything else rel 


B Chester Laurea 
neubee@iname.com 
15 Cowan Place 


Яго rhe playstation 
Sene 


b> Bobby J. Crowe 


B> Terry Hall 
THRNEMT@aol.com 
Trade Type: games for sale 


Winnipeg, Manitoba R2R 2T6 Canada yet 2, pur demo disc, RF unit, Description: Formula 1 and NASCAR Racing 
Trade Type: games for sale Rspade@tot ‘yoy and: lapter. All the game CDs games for sale. Best offer. 

Description: Sou! Blade for $30. l'Il only sell it to | 695 E. Rich Ave. `- 22) haveithe cases they.cameiin, and | | S Fernando Rui 

people living in Winnipeg. The game, CO case, | DeLand, Florida 32724 . ~t». have all the rule books. | want a PS EU OTT 

and instructions are in excellent condition. Trade Type: trade, want A ^in retur with one control, | ‘unit, galaktic@juno.com 


Item: console system 


AC adapter, and Wild Arms (with 


Trade Type: want, sell 


Description: i il pha 1 
We: Matt Raymond Description: | have a Saturn fpe the rule book and case it came in), евсййоп: Нават ЕИ, Street Fighter Alpha 
rbeam@umich.edu trade with three controllers (includ 12 or 2, any type of controller or memory card want- 
10947 Charring Cross ade, y ed. For sale: two-month old PlayStation (have 


Whitmore Lake, Michigan 48189 
Trade Type: games wanted 


ing the 3D control pad for Nights), 


Nights, Daytona USA, Virtua Fight- 


receipt to prove it ) with manuals, original box, and 
controller wrap and third-party (Interact licensed) 


Description: | want cheap, U.S., original, PS controller. Make a reasonable offer. 
games for about $10- $20. > Drew Bradford Ed Schmidt 3 

gmb@one.net.au schmide1 @lasalle.edu We-Air Razor 
Pe Frank 13 Alamar Crescent Quakers Hill LSU, North Halls, SK244 &yiLIntemofpostt.com 
epidemik@wt.net Trade Type: console system wanted 


1213 South 17 

North Little Rock, Arkansas 77829 

Trade Type: console system wanted 
Description: PlayStation wanted! If you've got 
one I'd really like it, please. Will trade Tiger 


Sydney, NSW 2763, Australia 

Trade Type: games for sale, trade. 

Description: Anyone who wants to swap or buy 
Power Serve, Killing Zone, or Revolution X please 
contact me. 


Philadelphia, Pennsylvania 19141 

Trade Type: accessories, games wanted 
Description: Looking for any older games, like 
Resident Evil or Tomb Raider. If you wanna sell 
something, get in touch. I'm also looking for mem- 
ory cards. 


description: | am looking for a PlayStation con- 
sole. Willing to pay $120-150 Canadian. 


B= Sal Morale 
SMorale31@aol.com 
Trade Type: games for sale, trade 


game collection (13 assorted games, including  B> Vinh Q. Thai fa a 
World Cup Soccer '87) for PS with at least one — wthai@hotmail.com b> Brad J. Hegel Description: Rebel Assault 2, barely played, $20. 
game (Wipeout XL especially!)! Let me know 32-63 34th St. 220 W. Clement в-Мас 


if interested! 


B Sang-Heon Song 
songsan1 @pilot.msu.edu 
3101 Trappers Cove 3A 
Lansing, Michigan 48910 


Astoria, New York 11106 

Trade Type: game to trade 

Description: Dragon Ball Z Ultimate Battle 22. It's 
a Japanese game for the PlayStation. With a code. 
it will turn into Ultimate Battle 27, which has 27 
characters to play. 


Glendive, Montana 59330 

Trade Type: console system, accessories, and 
games wanted 

Description: | would like to purchase a modified 
PlayStation and any RPGs and racing games. 


dp336@freenet.carleton.ca 

Ottawa (Hull area) Canada 

Trade Type: games wanted 

Description: used Soul Blade wanted... Local pur- 
chase preferred. 


Trade Type: games for sale B Ross Horvitz b> Leroy J. Campbell, Jr 
Description: Soviet Strike for $30! Must go! Tim Lane rhorvitzGbellatlantic.net leroy4@hotmail.com 
BA. Pilgrim dustGary@ixneteom.com 4064 Oak Ln. Trade Type: accessories, games wanted 
ee, 12330 Four Winds Way Lafayette Hill, Pennsylvania 19444 Description: | need a controller and any new 


psxgamur@geocities.com 

1656 Barrett Dr. 

Placerville, California 95667 

Trade Type: accessories and games for sale, trade 
Description: MadCatz Steering Wheel and Pedals 
$35 OBO. Game Shark $25 OBO. Ridge Racer 
Revolution, In the Zone, City of Lost Children, 
King’s Field 11, Тесто5 Deception, Tomb Raider, 
Time Commando, Resident Evil, Fade to Black 
each $25 OBO. Thank you and have a nice day! 


> Jose Marin 

EJMarin@worldnet.att.net 

15809 Singing Woods Rd. 

La Puente, California 91744 

Trade Type: games for sale 

Description: Road Rash for sale. Real good con- 
dition. Played only twice. I'll take any price ranging 
from 10 to 20 dollars. 


Victorville, California 92392 

Trade Type: games sell 

Description: Sou! Blade for $20, Command & 
Conquer for $25, Wild Arms for $20, Kings Field II 
for $15. 


> Kelvin Lee 

klee@sj.bigger.net 

104 North Lycett St. 

Daly City, California 94015 

Trade Type: games for sale 

Description: PlayStation Games for Sale. Import: 
Tobal 2 ($40), Namco Museam 3 ($25). U.S.: 
WipeOut XL ($25), Star Gladiator ($20), MLB 98 
($25), Disruptor ($15), Theme Park ($15). 


> Matthew 
mattboy@hotmail.com 
712 Crestline 
Palestine, Texas 75801 


Trade Type: accessories, games for sale, trade 
Description: Wild Arms for sale, perfect working 
order—you decide the cost. PS controller for sale, 
dark gray, perfect working order—$5-$15. 


B> Steven 

PercySJ@aol.com 

Ft.Worth, Texas 

Trade Type: games for sale 

Description: | have various Super NES games and 
PlayStation games for sale. For more information, 
drop me an e-mail. 


> Jamal D York 

4510 Wy Cliffe Lane 

Fort Washington, Maryland 20744 

Trade Type: trade, want 

Item: console system, accessories, games 
Description: E-mail for details. 


m UA Trade Type: games for sale КОӨ ын 

lur E infi wutang4u@notmail.com 
Desc : | have t that | would like t 9 

285 Vivian Ave. фаны раев eee dB CIUS St 


Montreal, Quebec, H3P 1Р1 Canada 

Trade Type: accessories, games for trade 
Description: | have the U.S. Final Fantasy VII in 
perfect condition. l'Il trade it for Twisted Metal 2 
and an analog controller. Willing to negotiate. 


> Mike 

mhanley@spimageworks.com 

Los Angeles, California 

Trade Type: games wanted 

Description: Looking to buy Fighting, Action/ 
Adventure, and Racing games (anything but 
Sports and RPGs really...) 


sell: NBA Shootout ‘97, Madden '97. They are in 
almost brand-new condition. 


> Jerry Chiang 

u26@hotmail.com 

7810 52nd Ave. West 

Tacoma, Washington 98467 

Trade Type: accessories and games for sale, trade 
Description: | have some games that I'd love get 
tid of—trade or sell: Area 57 with Konami Light 
gun, Legacy of Kain, Wild Arms, and Tomb Raider. 
E-mail me for for further details. I'll trade any of 
them for Final Fantasy Ill or Chrono Trigger. 


Rockland, Maine 04941 

Trade Type: console system wanted 
description: | am looking for a PlayStation. 
Reasonable price. Please e-mail me. 


$ Richie Gutierrez 
sunderedheart@hotmail.com 

509 S. Cabrillo Ave. 

San Pedro, California 90731 

Trade Type: accessory wanted 

Description: | know someone out there has a 
Force-Feedback Dual Analog Controller from 
Japan. Please sell it to me. Will buy for $35 or less. 


WCW Wrestling game. 


> Justin Johnson 

jti_13@hotmail.com 

2707 Spruce St. 

Kilgore, Texas 75662 

Trade Type: games for sale, trade 

Description: Ogre Battle—l've only had it two 
weeks, still has all the instructions and character 
growth chart! 


^ DECEMEER ОИУ VIVITVITPIITITITT PSM 1997 « 


COMING NEXT MONTH IN 15SUE FIVE OF 


твога PlayStation Magazine 


0.K., so 1997 was by far the biggest and brightest year for everyone's favorite videogame console. 
But would you believe that in 1998, PlayStation is gonna get even hotter? In our first annual PSM 
PlayStation preview, we'll spotlight the biggest games on the way for early next year 
(you know, the mega-hot titles like Resident Evil 2 and Metal Gear Solid), and 
we'll set our sights far into the future-with some top ENS 
secret, hush-hush titles that will be coming your way З. ЕС 
late next year! What's that, you just can't ШУ 7| \ 

Sorry, our lips are-sealed until next month... 


First Annual PSM mem Sect 


In what will become another annual PSM tradition, we will be handing 
| out the prestigious PSM Awards. We'll be celebrating the spectacular 
year that was 1997 by picking our favorites from every category, and if you 
think you can guess every winner from the obvious choices, you might 
want to think again! 


FINALLY—Contest Winners Announced! 


We know, we know—we've been dragging our feet on this whole contest thing. 

Well, next month we're getting back on track in a big way, by announcing p 

the winners of every contest we've had so far! Also, you can look for our “winners қ 
roundup” to become a regular section, so from now on you'll always know who won the loot. 


5 Тһе LATEST PlayStation headlines 

~~ The NEWEST PlayStation codes 

Тһе MOST PlayStation games 

Absolutely EVERYTHING that has to do with PlayStation! 


And look for major coverage of hot new games, like: 
. бех: Enter the Gecko Resident Evil 2 ZEE YA IN THE 


. . Cardinal Syn — — Metal Gear Solid NEW YEAR! 
Spawn: The Eternal МВА Shootout 98 2s 
2 Blasto . — Mega Man Neo 


NBA In The Zone 98 Апа plenty тоге! 


4 PSM 1887 هه م م دم م و و ق هة‎ EES AA AAA AAAA ةة‎ ARA Decemaen А 


s "building: tops. or be catapulted into the air Кой а dismantl ed Freeway í overpass. iss 


е ae 2 your c own т) ng room, i fact you Y be able to ү ‘thom six differen: acl (еее more ether 


e arcade version). Each one Show g authentic San Francisco landscapes and. 50 ‘many places to! catch air. 


m SUELEN. 


you бап take shortcuts through. open fields ака underground sewers. You: сап soar: 224 : T О йы RISE NC К 


i that} you might be mistaken for ¢ an unidentified fying abject. And: if that E not. enough, 


e San Francate Rush: And lucky. For you it 5 coming homes ina more mages size. 


| LO 
A MATCH ВОХ? THAT'S ALI 
LEFT OF HIS SISTER. 


\ E 
SCORE WASN'T VENGEANCE, IT | 
WAS SIMPLE JUSTICE. | 


ТНЕКЕ, ОМ 
THE HORIZON! 


G Police, Psygnosis and the Psygnosis logo are trademarks of Psygnosis, Ltd. ©1997 Psygnosis, Ltd. -All rights reserved. 
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“G POLICE... one ot the most 
amazing-looking titles ever seen 
on the PlayStation.” 

ELECTRONIC GAMING MONTHLY 
You are Jeff Slater, 21st Century 
cop. Fly your Havoc gun ship on 
85 missions through 51 of 
Callisto's domed environments. 
You have fly-anywhere 360° 
maneuverability and tons of 
firepower. Serve & protect. 
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B "Y RATE | 
A FI OF DEATH, COLD AND 
BLACK, WITH ENOUGH FIREPOWER TO 
TAKE OUT THE ENTIRE DOME. 


www.gpolice.com 


N 


=> 


Playstation 


Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


7m 
No profit is made from these scans, nor do we offer 2 
available from the publishers themselves. | 

[f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


